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Our cover star, Felix The Cat, follows his 
recent revival as he hits the NES in a 
rather spiffy platformer. Clutching a 
magic bag full of goodies, he's on a mis- 
sion to rescue his kidnapped girlfried. 
Read on to find out how he fares... 
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NEWS 


The very hottest news from 
the world of Nintendo! 
Including Super Mario 
Pinball, Yoshi’s Cookies, and 
Bubsy The Bobcat. 


MAIL BAG 


Titer to yourselves as we 
answer your queries and 
abuse in a quiet unhurried 
manner, before retiring for 
an early night... 


You wanted ‘em, and here 
they are. Ego corner as we 
invite you to submit your best 
scores for us and others to 
beat think you could beat the 
NMS crew# Here’s where to 
find out. 


Q&aA 


“When's so-and-so coming 
out?”, “My mate said...”. Just 
a few of the letters Jaz has to 
answer every month. If you 
have a question, drop him a 
line and this is where he 
replies. 


TIPS 


Leading off with THE guide to 
Super Mario Kart, we then 
take you by the hand 
through The Empire Strikes 
Back AND reveal hidden 
cheats in numerous other 
games. 


NEXT MONTH 


The page where we take a 
rough guess as to what could 
be in the next issue. Read on 
as once again we surprise 
ourselves! 


GAME STYLES 


This month,Steve and Rad 
join forces to give you the 
ultimate guide to cartoon 
licences. From Bugs Bunny to 
Spider-Man, they're all here. 


Seen a game in a bargain 
bin and you're not sure 
whether it’s any good? 
Here’s the place to find out 
what we think of virtually 
every Super NES, NES and 
Game Boy title ever released. 
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SO LONG BUT NOT SO LONG 


If you've read the Editorial in this month's 
MEAN MACHINES, you'll probably get a feeling 
of deja vu when you read this. Still, here goes 
NMS is getting a new editor and I’m becoming o 
fully-fledged managing editor. What does this 
corporate position-related malarkey mean? 
Well, basically we're getting in somebody new 
to run the magazine on a day-to-day level, leav- 
ing me to put my feet up, visit lots of software 
houses for long lunches, swan about being even 
more bossy than ever before and generally loaf 
© la grande fromage 


Just imagine: you're on 
holiday abroad some- 
where; the sun is beating 
down; there's nothing to do 
all day but drink like a 

fish and lounge 

around - oh, and : 


and Chris are proud to reveal their sand Game Boy 
with Tetris! Quite what the locals thought of their over-sized 
handheld we don’t know, but this conveniently paves the way 
for a rather neat competition. We want you to send in pictures 
of absolutely anything Nintendo-related to us and we, in our 
infinite wisdom, will print them. Whether it's a sad 


But that’s not fo say I’m disappearing from 
the magazine for good. Nosireebob, not at alll 
I'll sill be here writing comments, doing reviews 
and putting together some very special news fea- 
tures - it's just that this area of the magazine will 
now be patrolled by one Tim Boone, who's 
becoming Ed of this esteemed organ. Readers of 
CVG will already know him - he's been editor of 
that magazine for the last year. So give him a 
good welcome next month, and I'll see you 
round! 


JAZ RIGNALL 


complete 


and ugly mate, a picture of your Game 


play in the sand. = ay Boy in a weird place, or the most 
Bored with the : b, disgusting outfit you own, we want 
usual costles and , F them. in fact, we want all your pic. 
moats most people = twres, but special merit will definite. 
build, Martin Eyre \- ly go to whoever owns the most 
‘and his mate & tasteless wardrobe in the country 
Chris Curley Sy who knows, you may win a prize 
decided to opt my then again, you may not...)! So send 
for something a & all your pics of ridiculous cardigans, 
little different : | tartan waistcoats and open-toed san. 
Thus, after SUUMNET dals into: HEY MARIE HELVIN, COP A 


much digging 
and patting of sand, Martin 


HIGHSCORE 
FIENDS AHOY! 


As the official Nintendo magazine, we only 
thought it right to incorporate an official 
Nintendo highscore table. Scores are already 
rolling in, but we want more. So if you have 
claims to fame in the large-scoring department, 
send in your scores on the form below to: 
CRIPES! I'VE SCORED MORE THAN STEVE MER- 
RETT ON A SATURDAY NIGHT!, NMS, PRIORY 
COURT, 30-32 FARRINGDON LANE, LONDON, 
ECIR 3AU. Being the talented geezers they are, 
you'll probably see scores from the NMS team 
too - so get practicing and don’t let them take all 
the glory. 


Sey LOAD OF THIS GLAM GEAR, NMS, PRI 
y ORY COURT, 30-32 FARRINGDON 
LANE, LONDON, EC1R 3AU 
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JULIAN “BLIND DATE” RIGNALL 
Just think of all the Christmas presents you have 
ever had. A shiny Raleigh Chopper, a large 
Scalextrix, Action Men and all the trimmings, a box 
ofrdates... Yes, indeedy, as young Joz unwrapped 
his mony pressies, the happy. memory of o spiffy 
Army Meccano set was spoiled as he pulled the 
paper from a long box. That's right, worried about 
young Jazza's regularity, someone had sent him a 
boxof dates! | bet they never got a thank you 
note... 


et ;Super Mario Kort, Super 
Star Wars, Street Fighter Il 


STEVE “BOARD STIFF” MERRETT 

‘After dropping numerous hints that he wanted an 
‘Atari 800 computer, the twelve-year-old Merrett 
Was distraught to find a lorge drawing board 
stashed away in the cupboard under the stairs. “! 
had been hatping’on about the Atari forages,” he 
sniffed, “but having just taken my options, they 
decided this was more beneficial for my (then) cho- 
sen career as an architect.” This may explain, 
Steve's abysmal Street Fighter'll technique, but at 
least hevéan design houses better than anyone else 
in the company... 


Y sSuper Tennis, Super 
Mario Kart, Felix The Cat 


ANDY. “GREEN IS THE COLOUR” MCVITTIE 
As. fervent Man City fan, our genial Prod Edis 
most distressing Chrimbo pressie was.asbox of 
Manchester United hankies. “Stil he admits, “at, 
least | got to blow my noséi@n my orch-rivals = bub, 
it still put a domperion my Christmas!” Romour has, 
it that bothyG@erge Best and Denis Low areset\fo 


_suewsndy His revelation, 


N Rariparts, Super Pang, 


RADION WHAT'S COOKING?” AUTOMATIC 
Last year saw poor Rad’s worst Christmas presents 


“As an expectant Rad unwrapped a smallish pack- 


age he was aghast to find ajSoutfle dish. “Not only 
that,” adds Egon Radshey, "but Iwas also given a 
set of woodenispoons.and stuff, which filled your 
handsiwith splinters every time they were used - 
they’ve never been touched since 


Super Mario Kart, SUper 
Stor Wars, Micro Machines 


ANGUS “FASHION. VICTIM” SWAN 

Apart from a set of Weebles which got boring once 
you had knocked them over once, Gus was once 
the proud recipient of velour V-neck jumper. “AS 


if that wasn’t bod enough,” continues our canny 
Caledonian, “it had horrid thin whiteandlred! 
stripes across it. It came from Agint who Worked 
at a dry cleaners, and | swegt it was something 
somebody never bothered gollecting from her 
shop.” 


Super Star Wars, 
Super Mario Kart, Sim City 


PAUL “STERLING” DAVIES 
Imagine the'thrill when a young, 5-year-old Paul 
Davies unwrapped a Go Kart. Rushing said vehi 
ko liste for ‘a test drive, he had much theills 
as he whizzed about. However, on. i 

for his Turkey and Chrissie Pud, reat ug 
find thot someone. lufellliishser MRO io 
Christmas spirit had nicked if What o rotten so- 
‘and-so, eh readers? 5 Wea 


Micro Machines, 
Super Mario Kart, §ffeet Fighter I! 


GARY “GRATEFUL” HARROD 

Wearing the lol: mauve tank top and bottle- 
green cords his Auntie Glenda gave him, Gary 
Soys thot he's “never had a nasty presentaand it 
would be jolly rude to say if | had:tvAnd with 
thot he warifaticto ploving|with his ultra hi- 
techable tennis bat with an elasticated ball 
cnjaehed! Bless him. 


: ‘Soul Blader, Virtual 
Racing coin-op. 


FRASER “CHARITY” GRAY \ 

Fraser claims he's never hadia bad Christmas 
present. SOpKidspifyod receiveld hateful set of 
hginkies (with Man United.on them or otherwise) 
oryetanother pain rwhite toweling socks this 
year, just send them to Fraser - he'd love to 
heagfrom you.. 


‘S:Pilot Wings, UN 
Squadron 


TOM “SHO! 
In addition to a gross red acrylic jumper, Tom 
was the lucky owner of a pair of fluffy moccasins 
‘one year. "How can you possibly fix a smile for a 
gift as tame os that?” he asks. This year, howey~ 
er, Tom's expecting a feathered head dress, a 
DIY scalping set and a set of hatchets to accom- 
pany his girlie footwear. 


(| SH NESOper Mario Kart, 
Street Fighter Il 


DAVE “MATCH MAKER” KELSALL 

Art Whiz, Rockin! Dave was once given an MFI 
DIY cabinetwhich came in 20 pieces. However, 
everytime Dave went to puta screw into the 
unit, it splintered, leaving Dave with what'even- 
tually grew into « 2000-piece cabinet. “Still,” 
reflects Dave, “with the matchsticks if crected | 
soon made myself a 1:100 scale Brontosaurus 
model...” 


Vi @@qilll Super Stor Wars, 
Zelda lll, Street Fighter it 
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We first menti 

Universal Soldier licence in 

issue 1 of NMS, but here are 

the latest shots of the forth- 

ee 
Jame} sal Soldier 
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Jean-Claude Van Damme has 
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joned Accolade’s 


also acquired the ability to meta- 
morphose into a Black And 
Decker circular saw blade! In 
addition, the final baddie takes 
the form of a 250 foot tall Dolph 
Lundgren ensuring the film duo’s 
battle to the death somehow 
makes it into the game. We hope 
to review it next month, so expect 
much Turrican... oops, Universal 
Soldier japery galore in issue 4. 


on 
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+» oF this big geezer, either. 


Jean-Claude 
stumbles 
‘across Dolph 
Lungren's plan 
to trap him in 
an old game 
style, 


© NEW CAME & 


@ NEW GAME 
@ MOVIE & TV 
@ comic 

@ REPORT 

@ HARDWARE 
@ ANIMATION 


BY: GREMLIN ; PLATFORM 


Z00L WORLD 


Mentioned briefly lost issue, we have 
managed to get our hands on some very 
early screenshots of Gremlin’s Game Boy 
version of Zool. Already a massive hit on 
the Amiga, Zool is Gremlin’s answer to 
Sonic and features several worlds of plat- 
j form-related laughs, Although the Amiga 
== | game was a riot of colour, the transition to 
Ta-dal Monochrome Zooll the Game Boy seems to suit Gremlin’s 
‘Ninja From The Nth 
Dimension’ nicely, 


== and we are promised 
e Z Z Z that all the original 
i eS 5 Z ZZ game's stages - 
Z Z A which include worlds 
as aS % ZZ based on music and 
Sth = & | 2 ZZ sweet themes - have 
2222 2.2% been faithfully recre- 
2222 2 2% ated. We also hope 


to have first screen- 
shots of the Super 
NES version soon, so 
stay tuned for more } 

Zool gets to grips with the sweet stage. info. J 
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GAUL BLADDER 


Those canny Frenchies at Gaul is a platformer which 


Infogrames are set to unleash _allows the player to control 
Goul's finest warrior on to the either of the two Gauls. As can 
; Super NES and NES systems, be expected, there's loads of 
Exroring the desert scons Vee sittaaithe'everindom blejusRainorefobest Unltaher li 
Asterix, ably assisted by his these Romans ore crazy), and 
Menhir-laden chum, Obelix, is bottles of Getafix's mysterious 
set to star in his own game. potions appear to add a litle 
Based on the existing zest fo the proceedings. Expect 
Megadrive game, Asterix The a preview next month, 


+ OREN 
hui 


Game Boy briefing game action. 


CLEARED FOR 


TAKE-OFF : 
° 
Simulation specialists, powers. Although the NES and § 
Microprose, are currently putting Game Boy versions feature dif- 
the finishing touches to NES and __ ferent options, both feature four ® 
Game Boy versions of their clas- play modes and seven missions, $ 
sic F15 Strike Eagle. Set withina and we are assured there are 
massive 3D landscape, F15 loads of enemy planes to lock on ¢ 
places the player in the cockpit of _ to and blow up! The NES version ® 
the titular plane, with all manner _ is pencilled in for a review next ° 
of dogfights and combat scenar- _ month, and we also hope to : 
ios ready for your destructive cover the Game Boy version. ¢ A The Gaul heads for the Super NES. 
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BeWS| THE FOX OF LIFE 


NEW GAMES 


es the world in search of his kid 
napped beloved. Along the way, 
a number of level-related bad. 
dies try to thwart his plans by 
sapping his energy but it's possi- 
ble to avoid this by lobbing 
crates and bottles at them - 


Fresh from his Amiga debut, 
Titus the Fox is set to appear on 
a Game Boy near you. Following 
roughly the some pattern as The 
Blues Brothers (also by Titus), 
Titus The Fox is a scrolling plat- 
form game which follows the 


Blues Brothers! Major 
improvements are said to 
have been made over the 
Amigo original, and this 
includes a larger Titus sprite, 
ond slightly faster action. With 
over thirty levels awaiting the 


adventures of Titus as he travers- - another idea filched from The Fox's attention, there certainly 
seems to be a tough chal- 
lenge in front of poor Titus, 
but you can find out whether 
its worth joining him when we 


review the game next month. 
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All manner of baddies make an appearance 


The road to his girl is long and dangerous. 
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PINBALL 


e BY: NINTENDO 


Not content with showing us his karting 
prowess, Mario is now set to grace a pin- 

ball simulation - the originally-titled Super 
Mario Pinball. Based on the Gottlieb table 
of the same name, the Super NES version 
is set to recreate the table’s many flippers 


and bumpers, whilst also retaining the 
original's tabletop decor. News is 
scarce as to how smooth and realistic 
the ball action is and how well Super 
Mario Pinball plays, but we hope to 
have more news very soon. 
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PUTTY-ING IT 
ABOUT 


eeccceccccccesccvcccces 


them into chewing gum. Exiled because 
he failed to stop him, our hero has been 
banished to Earth and has been told 
never to return - unless he can defeat 
Dazzledaze, that is. Thus, making the 
most of the Putty’s stretching, bouncing 
and jumping obilities, the player gradu: 
ally scales the tower, encountering the 
evil wizard’s many cronies in the 
process, Putty has only just entered 
development, and we'll be bringing you 
@ preview as soon as possible 


With Myth still under development, 
System 3 are also in the process of con- 


verting their weird Amiga platformer, 
Putty, over to the Super NES. Named 
after its rubber-bodied star, Putty is a 
vertically scrolling platform game in 
which the globulous good guy ascends a 
massive tower block in an attempt to get 
back to his home planet of Putty Moon. 
The scenario tells of how an evil wizard 
called Dazzledaze has kidnapped Putty 
Moon's entire populace and is turning 
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The Battle is about to begin! 

The year is 2636 and Earth is faced with the threat of a 
massive invasion. The mad, mutant alien rebels are back 
with a vengeance, looking for their revenge - the anihilation 
of the human race. 


Earth’s only hope is the PROBOTECTOR, the strongest 
fighting robots in history, but will they be enough? Can they 
destroy these miserable mutants in time to save the world 


MegaVideoGameFun 
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© Collect just 4 tokens and receive a FREE NES game. 
@ Collect just 5 five tokens and receive a FREE Game Boy Game, 
@ Buy any NES* or Game Boy system and you will 
receive 2 TOKENS. 
@ Buy any NES* or Game Boy video game and you will 
receive 1TOKEN. 
For full details and a list of video games to choose from, pick up your 


Cool Collect card at any Toys “R” Us store. 
“Excludes Super NES. 


BRITAIN’S BIGGEST VIDEO GAME MEGASTORES! 


SOUTHAMPTON City Corse SCOTLAND WALES & WEST 
WOKING Tow EDINBURGH Newrcigho SWINDON hurcion A 
EASTANGLIA 5 
NORTH EAST 
IPSWICH i. A12/As: TEESSIDE Teossido Reto Pork LATE! 
PETERBOROUGH On Bourges METRO CENTRE A! Min Enironce one 


MON-SAT 9 ‘TIL 8PM 
SUNDAY 


NoRTH WEST 
MANCHESTER GID 10'TIL6PM 


WARRING 
HANLEY/STORE GordenfesvalPok PRESTON 
Mon-Sat 9 ‘til 8pm — Sun 10’til 6pm 
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With @ bumper crop of Baseball 
games already set to grace the 
Super NES, American develop- 
ers, K Amusement, have taken a 
different route by setting the 
sport in the distant future - 2020 
Super Baseball, to be precise. As 
«9 result, futuristic Joe DeMaggios 
are specially-created droids, and 
the size of the play area has 
grown in accordance to their 
massive batting range - not to 
mention the pitchers’ 200mph 
throwing speed! Normally, 


fesdnd svantuclly io the ovil 
r's lair. Bonus points 
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ONE 


Boseball games are a little limited in their scope, 
but you'll find out whether the addition of robots 
and faster pitching makes a difference within the 
next few months 


BY: K AMUSMENT 
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Get ready to smash the ball into orbit. 


SPORT 
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TAKING THE BISCUIT 


Looking a little like Dr Mario, 
and undergoing playtesting in 
Jopan is a novel puzzler called 
Yoshi's Cookies. Set within 
Yoshi's biscuit-making empo 
rium, the actual gameplay 
behind Cookies is a little con- 
fusing. From what little we 


eooce 
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have seen, the player drops 
ingredients together and hos 
been given a set number of 


cookies), adding to the puzzle 
proceedings. There'll be more 
news soon. 


cookies to bake within a limited 
time-limit, However, gremlins 
also get in on the act (and in the 


75a 7) BY NINTENDO SNES PUZZLE 
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a a Bert's back!  ... and his mates! 


‘and now you are invited to 
relive such hi-jinx as NTVIC 


he landed on them. The basic 
aim was to change the colour of 


the entire block whilst avoiding 
the many creatures out to put 
paid fo your painting pranks - 


bring you Q*Bert 3 for the 
Super NES. Although the basic 
block painting theme has been 
retained, more nasties and 
‘ever more devious screen lay- 
‘outs have been added to sus- 
tain interest. Expect the review 
very soon. 
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THE HEAT IS ON 
(AGAIN) 


Just as Ocean officially 
release Fl Exhaust Heat, so 
news reaches us of a forth- 
coming sequel. Featuring the 


OF MIGHT 
AND MEN | 


@ NEW GAMES Heat Il is set to contain even 


more tortuous tracks with 
loads more hazards and a 
With Sirtech’s Wizardry series _ party of four warriors as they wider range of challenging 
Seite grace ihe NES courlesy scour hugelond insearchof  ¢ opponents. Unfortunately, 
‘of ASCII, RPG fans have never treasure and things to kill. In details are extremely sketchy at 
had it so good, In addition, to addition, along the way your the time of writing and it isn’t known ‘AHow 

Wizardry, Elite are currently party's limited skills are aug- $ whether Ocean have snapped it up yet, but can they improve on 
pollshing Up Ssl's Amigacios: mented by collecting ihe many |), we'll hove a preview soon euch er cloeaint’ 

sic, Might And Magic for the spells and potions which have 

NES, Feoturing a 3D perspec- _ been hidden along the way. 

tive, Might And Magic unites a _ Expect a review very soon, ca 
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NEW GAME BY BALLISTIC SNES PLATFORM 
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THE GREATEST 
SHOW ON EARTH 
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THE. GAMESMASTER 
AT COMET. 

YOU HAVE NOTHING 
BUT YOUR LIVES. 


W ita you be torn to shreds by Vega? 


Will you be bombarded out of 
existence by Bowser, King of the 
Koopas? 


Will you be blown to smithereens by 
your friendly neighbourhood Terminator? 


You can meet your doom dozens of ways 
in The Gamesmaster Zone at Comet. 


We are talking serious software 
availability. Over 250 games. 
Including the latest as well 


as the greatest. CHANNEL FOUR 
TELEVISION 


The day a title is out is the day 
that title will be in. 


And not just boxed behind the 
counter, but loaded up in our demo 
units. So you can play before 
you pay. 

The Gamesmaster Zone is a hardware 
heaven too. 


Buy a hand-held or console and you'll 
earn yourself a Gamesmaster Zone 
Discount Card. 


Valid till next April, it will cu 
10%. off the cost of new games. 


And when it comes to prices you'll 
find that ours are of the rock bottom, 
not rip off, variety. 


The Zone may look higher tech than 
the rest of Comet, but it's just as low 
in price. 


YOU KNOW WHERE TO COME. 


GAMEBOY > 


DECEMBER 
10YPAD 
HARD 

10 


FINE 
Complete 22% 


As the title suggests, the game is 
based on Star Wars, one of the 
greatest sci-fi films of all time. 
This version is very close to the 
NES version that was released 
earlier this year. 


wintenD gy 


T storming success is now 
‘almost as well-known as the 
film's plot. This incredible 
movie is still wowing people 
15 years since its cinematic 
release, and is justifiably 
regarded as one of the great- 
est films of all time. What bet- 
ter then but to celebrate its 
fifteenth anniversary by 
releasing a game which tries 
to recreate the film’s epic 
adventures? So here it is, 
George Lucas’ mammoth 
space opera squeezed on to 
the Gameboy. 

The plot of Star Wars is 
actually a golden oldie of an 
idea, and follows the best tra- 
ditions of ‘Good Vs Bad’ 
adventure thrills. There are 
some extremely bad baddies 
along with some very worthy 
goodies, and the baddies are 
out to get the goodies - and 
they seem to have the upper hand. This is 
where fate steps in. You know, the way in 
which people, who are normally of no impor- 
tance suddenly become responsible for the 
shaping of history ever after. On this occasion, 
the destined person is one Luke Skywalker, a 
restless farmer's stepson who dreams of 
adventure whilst struggling to earn a living on 
the barren planet of Tatooine. 

From these humble origins, even Luke 
couldn't imagine the trouble two strange 
droids he has bought would bring him. It tran- 
spires that they are carrying the all-important 
blue-prints detailing every detail of the 
Imperial Death Star - a colossal weapon which 
has the power to obliterate whole planets. A 
weapon which the Empire plan to hold the 
galaxy to ransom with. 

At the game's starting point, one of the 
droids, R2D2, has run away from his new mas- 
ter, and Luke sets off to explore the desert 
canyons for him, unaware that he may be 
embarking on an epic challenge, which even- 
tually takes him to distant worlds. As Luke is 
guided across Tatooine, the fate of Luke and 
the Rebels is in your hands! 


explore on foot. 
eder with which 


‘A Although it wos Ben Kenobi who destroyed the frceleld generator in 
‘he film, inthe game its down fo Luke fo clear the way tothe nex stoge 


LONG-TERM INTEREST 


¥ Luke okes 0 somewhat dedly stroll through the platform -loden conina 
«Mas Eisley. You wont more perilous collection of villains anywhere else in 
the universe. The contna also features a rather smart lounge’ bond. 

Green Greedo and his unsavoury cohorts stand between Luke ond his ren 
dez-vous with Hon solo, 


Aer worping away from the Empire's pursu 
ing TIE Fighters, Hon, Luke nd Co fn 
in 0 deadly asteroid field. 


rus hermit who offered y 


all-expenses pid business tip? Luk 


Luke faces the unspeokeblyhideou 
rock-ype creature with no name. Kil 
fool, main 


cose of R2-D2 and C3-PO. In addition to these two 
nomadic races, strange giants live in one cave, 
impervious to all but light-sabre attack whilst sond- 
maggots crawl along the platforms in another. 


Luke isnot the only charodter you get to ‘experiment’ with during the 
‘ofthe action In fot, five other people havea key part inthe pro 

ceedings. The two droids con’ actually be controlled, but finding R2-D2 is 
«sential for progressing within the labyrinthine Death Stor, You also need 
Han ashe i the only person capable of fying the Millenium Fokon. In odd 
tion, the Princess takes charge when you rescue her. Finally, there is always 
Obi-Wan Kenobi when you want to listen to some esoteric mutterings about 
tippes inthe Force’ ond other such guft. 


CAVERN 
CAPERS 


Although Luke explored the caverns as a kid, his 
purpose for searching them now is much more 
serious. The caverns contain strange crystals which 
serve a mysterious purpose later in the game. 
Much more important, though, is the task of locat- 
ing Ben ‘Obi-Wan’ Kenobi, the mysterious hermit 
who ms to have a claim on the droid R2D2 
Find him and he'll make you a stunning offer - an 
all-expenses paid trip to Alderaan! 


Luke comes fce to foce with one of Vader's Stormtroopers. 


fan 
crap igdijlangeiit ieee vinrar niga hrosen eeemiine 


leas gal eer 7a aa aa oe 
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FORCE 
FULNESS 


Items with Force powers lie 

round Star Wars’ many levels. 

Rumour has it these powerful 

objects have been left untouched because of the 
secret nature of ‘The Force’. Only those initiated 
in the way of the Jedi are able to recognise, and 
use the items, which include: 


ENERGY PILL 


Two sizes - small and large - which replace lost 
segments of your energy bar. 


Increases your powers of combat, 


SHIELDS 


These become useful when flying in the 
Millennium Falcon. Each shield protects you from 
‘one asteroid impact/shot. 


Having made it tothe Empire's all-powerful Death Stor, Luke's serch of 


its mony corridors eventually takes him to the Millenium Falcon. 


sitting. Because of this the game is highly 
‘addictive, and the sheer size of the play- 
ing area means that there are weeks of 
intensive play in there. If you're'e battle~ 
hardened player looking for a big and 
challenging epic, this is the one to put at 
the top of your shopping list! 
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ables it to withstand one asteroid or loser hit 
for every ion collected. 


The Hangars. With Imperial guards in hot pursuit, 
Luke and Han race fo Han’s ship, the Millennium 
Falcon, which is parked in Hangar 59. A troop of 
Storm Troopers stand in your way, and the 
Spaceport's laser security system also needs to be 
negotiated. You know when you've made it when 
the majestic figure of the Falcon comes into view, 
before blasting off without further ceremony. 


Traveling between th 
isa hazardous busines wi 
cond TIE Fighters to contend 


PIGS IN 
SPACE 


After you blast-off from Mos Eisley, the space police 
are in hot pursuit with a charge of harbouring fugi- 
tives and not paying porking fines. Han’s ship hos 
light speed facilities which should put enough 
space between you and them but, unfortunately, 
the Falcon ends up in the middle of an asteroid 
storm, Taking control of the Falcon, your task is to 

id until you eventually reach 
Alderaan. Han's ship is equipped with a limited 
number of shields which allow for several hits, but 
if these are lost the ship explodes and it’s ‘Game 
Over.’ Of course, you never reach Alderaan 
because suddenly a strange force begins to pull 
you in towards the Death Star. 


B J rerun 


(On the barren planet of Mos Eisley, Luke's 


} 99) start BUTTON: PAUSE 


smuggler, Hon 


c any rough 
cso frequent the plane's Cantina meeting z pes a 


place. 
No options, but he in-gome screens rcre- 
ate the lln pede 
Restarting games Irom rath ler each 
seasion i abit of bind. 


Excellent backdrops ond sprites with loads 
ol varity. The different game tyes make for 
tic ond varied game, 100. 


Jest eboot every Stor Wan tune yo could 
think of, withthe fomous Contina music played 
you seer for Hon. 


‘also 

plot develop (even Asupetlative platform game that 
know it or by Recah oeken ier contains all the thrills, spills and 
ploying. Thereigre'c couple of bits - the drama of the blockbusting sci-fi 
speeder section, the asteroid field - which film. A must buy! 
I could’veldone without. But the overall aoe mest ay: 
impression is of a high-quality, highly 
playable platform game for the Game 
Boy. 


INTENDO 


SUBSCRHIE 


TO 


MAGAZINE SYSTEM 
OFFICIAL 


NMS is THE magazine for 
your Nintendo System. 
Endorsed by Nintendo them- 
selves, it is the only official 
Nintendo magazine available 
in the UK - and offers unri- 
valled coverage of what's 
what on he Nintendo scene. 
NMS features more exclusive 
reviews, news and previews 
than any other mag could 
ever hope for. 


Put together by the cream of 


games players, NMS also “It's official. 


offers the ultimate in players 


wine MIM it's the best - 


carateyyoucsucoosoy QUE thet's official ... 


Subscribe to NMS NOW and receive SUBSCRIPTION RATES 


. . 12issues United Kinga £21.40 
12 issues for the price of 11 - that's 12 mae eroce ‘ait mall) £28.00 
one issue FREE-. 12issues Rest of World (air mail) £50.00 


NMS SUBSCRIPTIONS, PO BOX 300, PETERBOROUGH, PE1 5TQ 


| i eS Ge RLS a a | 
LE | | would like a subscription to NMS for 12 issues | 
saonehl Name e | 
I 

I 

I 

I 
I 


Post Code 


I Lenctose a cheque/postal order Subs will be processed as quickly as possible, 

but you should allow 28 days for the order to be 
I made payable to EMAP Images processed and exoect to rovsive the frst aval- 
I itd, tor £ able issue after that. 


Futflment : Peterborough Malling, 21 The Square, 
I Source Code : NMS 0001 Vicarage Farm Road, Peterborough, PEt ST | 


Meese nano ss: s eu amen 


e FaaTen 
; STICKER Ls. 


Giant Size Stickers 
% Phen 5s rd 
Tr ahs 4 


y a PANINI 


DISTRIBUTED BY COMAG 


The excitement mounts! The sack is 
. opened. And the veritable letter BORED GAMES 
answering fest that is the NMS mail- 
bag begins. Such fun! Such frolics! 
Now, what else can | write to fill up 
thjs introductory,space at the kegin- 
ning of this particular part of the 
magazine! Hmmm. Actually, | think 
there’s enough now? Dreadful! But 
‘hey! It worked, didn’t it? Now a’tinal 

‘few lin lines of real relevance, rather 

than spurious drivel. If 

you've got some- 
,. thing to say, have 


+ jncriminatingypho- 


Dear Jaz, 
I've read about all these super 
beat ‘em ups, shoot ‘em ups, and 
atformer itc, and find them on: 
ihe whole very enjoyable. | ha\jp 
several of these styles Ohare sami 
but oa once have beaten 
them,MOse interesyaor ipstance, 


! beat Super Soceag if Wola, 


Mario in a mont 


Super R- ype n 0 weeks, the Addams Family ina» 
week, and Super Tennis in twogveeks - when will a 
‘company come up with a strategic game where you 
command an army. pidyed a game similar to this 
sort of thing on a humble Spectrum when'they were * 
all the rage an@, although it was very simplistic, it 
Was one of the most tense and exciting game | have 
Wer played, It was something that needed thought 
‘and not justspeedy reflexes. ° s 
. in, Portsmouth 
rategy-type games are amazing- 
ular in Japan, ‘but not very popu- 
r hére. It’ seems that UK players. 
}ore action and arcade oriented. 
are role-playing games like 
ja Ill and.Sim City which certainly 
have plenty'of lasting appeal an 
requife brains more than reflex 
but for real hardcore strategy 
games the future looks bigak for 
now. 


tds, or fun-filled ‘ z . 
pictures, send ‘em 
in to: SUEDE ARM 
PATCHES CATAx” 
Sep: TROUSERS, 
yao SHOES LIKE 
DEAD FISH.NOSES™ 
? MaILBaG, NMS, PRO 


\ OOH, 
. WE'RE SO 
SCARED 


RY COURT, 30-32 ‘& Guy Blankhart who hails 
INGDON LANE, from Gwyhedd in North Wales 
pec R SAGE Dear Jaz, “%e 
MEAN MACHINI ign 


magazine! NMS - utter, utter, ulfgy 
GARBAGE - what a disappoint- "» 
ment! | was really lookingtorward * 
to it, but what @gajor let-down, 

Talk about toeing the the party 

Jine; you have basically become a 


SCORES ON THE DOORS 


Dear Jaz, “SESEibAt sort of game. For example, | +, gages reviawwed are more or 6S 
| have to admit that | wadialt too. like all types of games, but I'm not» *mefficlal releases. Will you be 


happy abut MEAN MACHINES 
splitting in two, but when | bought 
NMS my mind changed. But 

there's a couple of things I'd like il 
to know. 

First of all, what has happened to 
Rich, Qz, and Rob? Next, will 
there be an award for outstanding 
games, like the old Mega Game 
award? I so, how about considef- 
ing another award which could go 
alongside the Mega award - a rec- 
ommended game award, for 
instance. That way, the recom- 
mended award could go next to 
the Mega Game award if particu- 
lar games would appeal to 
gamers who don't normally play 
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* on 


very keen on RPGs and last 
month Zelda III got a gobsmack- 
ing 96%, and I still wasn't sure if | 
jwould like it or not. The new 
award could then help people like 
me make up our minds, 

Sines youlson have the’ gow 

game index, how about updating 
the percentages of the games« 

in a while so that we know 
how older titles compare with new 
releases. So, for instance, if Pilot 
Wings has 90% 6ne month and a 
new batch of flight sims get 95%, 
the following month Pilot Wings 
will score less'to allow room for 
new advancemehts in gaming, 
Finally, | also noticed that the 


| 


i 
(ByeWi9 import games or periph 
ofts? That's al, but keep up the 
good work! 
Quyen Lam, East Kilbride 
JAZ:02 arid Rich are now per- 
manent staff on MEAN 
MACHINES SEGA, so you won't 
see them in NMS, and Rob has 
left us to go to University and 
become a clever clogs. As 
regards your other sugges- 


“tions, we're currently putting 


together loads of new ideas to 
make NMS an even better mag- 
azine! You'll be pleased to 
know that all of your ideasihave 
been carefully putinto the Mt 
ing pot. - 


been sent to every ane of 


ke$man for Bandai/Nintendo 


Your ‘fact’ that SCART 
IES maemines do not 
an expensive UK 
SCART TV is uite 
Bandai pay you 
Fact!ithe US Super NE 
admittedly jsn’t exactly pretty bul 
is far supefior taythe UK PAL ver- 
sion, This is te@Bgnised by every 
other Nintendo-basetconsob 
Rreglzingl so why lie? Ever hgard 
offdelibibrately misieading)ttie. 
read®r? | look forward to seéing 
this being pring, and please 
that a copy of this'lett 


are just a joke as distrib- 


j 


sgust bul 

‘owning @US Siiper NES 

awhichaworks to its fullest on a 
IK SCART TVigwhich cost 

less tham £200. | thifik the UK 

console magazine reading 

public deserve an apology. 

C Murray, Slough 

JAZ:Doh! You've worked 
yourself up into such a 


Dear Jaz, - 
When | rgadrabdut MEAN MACHINES splitting into two | 
thought that the mag,would losgiits fine quality. Butwhen | 
»bought NMS | wasn't disappointed, You seemed to have 
retained your excellence and in some respects improved! | 
own a Super NES and never before has there be@n’such 
excellent coverage for the machine. There is so much on 
each page, I don't know wheresto begin. It's about time a 


stupid fantod you've 
completely got the 
wrong end of the stick. 
Fact: a Super NES 
bought from the USA 
“off the shelf” (which 
is what I was talking 
about) will NOT work 
properly on a S@ART 
TV. You have to get it 
modified (usually by 
grey importer) to 
get a proper picture. 
I think the UK con- 
sole-playing public 
deserve an apolo- 
gy for your inso- 
lence and incor- 
rect facts. As for 
these gripes about being in 
Nintenda/Bandai’s pocket - get a life! Despite 
what petty whinges you may may have heard in 
__ other mags, we are totally impartial in our 
reviews and Bandai have no say on scores what- 
soever - would they have let The Blues Brothers 
“get 40% otherwise, and if that's the case why 
didn't Mario Kart and Mario Land II get 100% 
apiece? It's funny how other mags gripe about 
our ‘official’ tag, as they all went for the licence 
too - sour grapes, perchance? The day we com- 
promi our edi integrity is the day we give 
up computer journalism for good. So stop your 
pettygriping and concentrate on more important 
things - our many exclusive reviews and pre- 
Views, for example... af 


STREET 
FIGHTER 2 DEAR 


Dear Jaz 
am absolutely disgusted to hear that\Nintendo are 
Bharging £64.99 for an official copy OMBWBet Fighter 
Ii, What a joke! For £45 you can get an imported 
copy and, furthermore, in America you pay as litle as 
£25 for a copysHoweyer, to run one Of these import- 
‘ed versionsion your official Super NES You need an, 
adaptor, which break official machines - meaning youl 
have to buythe suuipidly expensive UK version, 
intendo know this and therefore put Ug rip-off 
Iprice §0 they Caremake a ft profits Surly over your 
‘average Goldfish would know that wasiwran6. | hope 
you see my/Poirit as'Pbet that every olffBrofficial 
‘Supér NES owner feels exactly as | do 
David Himeltield, Prestwich 
JAZ:To be honest | also think that £64.99 is far, 
far too much to pay for any game - even one as 
good as Streetfighter Il. Hopefully nearer 
Christmas the game will be aijailable at a much 
Fower and more reasonable pice. 


"WAI 


decent Nintendo mag was released after the sad, sharpbling 
and immature attempts made by certain otfier people - well 
done lads! You've done us proud, and’keep it'up! 
Just one final question: | rang Games Galore and they saidhat 


* 


er MegaMan on the;Super NES would be released in 
America on December the 1st. When will it be released over 
here, as it is one of my favourite games and should be an excel- 
lent conversion? 

A Paulson, Lincoln 

:An official release date.is yet to be decided, but because 
the game is so brill and MegaMan so'Bopullar, | should'think 

it'll appear sometime early next year. We'll bring you details as 

soon as we get them. 

= 
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SAME OLD 
THING 


Dear Jaz, . . 
Why is it that virtually every new 
NES release is a platform game?=—=—m 
\'ve had my NES for two years 
now, andil'ye got running and 
jumping games coming out of my 
ears. WhateveMaappened to the 
good old shoot 'eth up? Or even a 
decent RPG or two? Of all the 
~feally good games to be released 
of late, they all seem to be piat- 
form-based: Rescue Rangers 
The Addams Family, plUS anyeeee 
other you care to name. Please 
allyou development teams, give it 
a resi want a tasty blaster, or a 
top-noteh beat ‘em up - and not 
with platform sub-games either. 
James Gardiner, Tyne And Wear 
JAZ:! know what you mean. 
There's nothing more annoying 
than seeing a software house 
sign up a brilliant licence that 
has loads of potential and then 
squander it on an unoriginal, 
formula-written platform game. 
New ideas are needed to keep 
players challenged and interest- 
ed - if software developers keep 
on releasing the same sort of 
games over and over again 
eventually players will lose 
interest and do something else. 


fou inglude everything, * 
Which makes mé want to sing, 
frou posters are so good, 
] 


"WAI B Nintendo is covered, 
fans just get smothered, 


Sy 


SILLY OLD BARD 


Dear Jaz, 
Here's a poem: n 


Your magazine isico#h, 

| want to read it every day, 
Its such a gBod price, 

| just don’t mind toypay, 


ther mags are crud, 


somuch fun, 
Yowguys are as bright as thé®sun, 
When it comes to games you are the best, 
‘And tbat all the rest, ‘ ‘a 
Becausd you are'the coolest, grooviest aroundy_\/ 7 
With two strong feet on the ground, . 


You rule, - 

‘And you're cool! | 

Dani! Tse, Thelwall 

JAZ:Wibble! Quack! Aftetyeading your ‘poem’ | 
had to Be heavily sedated jst to be able to 
answer coherently. Gibber! Whoop! Justipromise 
me you'll never'do another poem again. Whée! 


Gloop! . 
* 


PATHOLOGICAL 


LIAR 


‘Dear Jaz, . 


Dear Jaz, 


“A Malt Godtrey's mixture of 
Super NES heroes is nothing 


Theresa pleb at my school ealjed Daniel Evans, 
who sal he is in a club whate he receives CVG. 
a week befareit is normally released. Nobody Canis 
az, 
believes him, ut him right on this. He also | aging a Super Nintendo for Christma@aiwould 


es 0 review, and you pay 
jew he writes, Can you put 
him right on that, too? 
Christopher Holt, South 
JAZ:Daniel Evans: liar, 
your pants are on 


ing this! Alex De-Gruchy's 
more pl 


like to ask you three questions. The first one is, | am 
getting a Super Nintendo and | want to know what 


fete would you buy it ffom and wh 
‘could | ask you two more questions. 
‘one, what is your view on Street Fighter I 
and do you thik Super Mario kart is better 
than Street fighter JI? The second ques- 
tion, my Amiga’s di8k drive is breaking, 
what do you recommend. Is there going 
to be a new soccer gal for the Amiga 
and is there going to be $Bheible Soccer 


. —— 


TRIVIAL PURSUITS 


I was quite impressed with your first issue, and | 
hope you lot will keep it up. One of the main rea- 
sons | bought my Super NES was for Street Fighter 
NSurprisingly, thoughsyou didalt Feview itn your 
first issue which js a pity as | like to goog hha 
you think of ity 
Fighter Il, the 
may find\int 


know b 
Chine: 


treet 


ston the subjgfio! = 
f tignswhich yous 
f For in iayou Ds 


Li meains ‘Bi 


j ri 
at Ryulis Japamfage fOr 
Iso, Sheng tong is 
al Chines@name. Also; ner 


also Japanese cBmic based oye 
Stréet Fightenfi charagters, which real 
fans should try and locate. 4 


Ka-Hung Man, Bushey 
JAZ:The Streetfighter Il comics are 
hot property, but the ultimate 


swankaroo (which Igotafriendto 
send over from Japan) isa spe- | * 


Streetfighter Il tactics. jt's a 
and cost£15! When | get roufid to it I'll 
take a couple of pictures of itanid print them in 
the mag. While I'm opthe subject of 
Streetfighter II, apparently a Japanese 
short of excellent. ttle wcuirently putting 


Vd really'ike to see that! ‘ 


BOTTOM OF THE CLASS 


cial limited edition 270-page, fyi 
colour hardback book (witia” 
holographic cover) all about 
ing 


Streetfighter Il TV series - 


write back to 8S oF tele- 
phone me. 


jou read the mag? 
the answers to your 
ns if you did. As to rec- 
mending a fair price for you 
ind your mother... well | hardly 
know you so | couldn't possibly 
hazard a guess as to your col- 
lective worth. If | were to buy a 
‘Super Nes game, do you really 
think I'd by a bottom class one? 
Doh! As for your Amiga trou- 
bles. Take a look at the cover of 
this mag, does it say Amiga on 
it anywhere? Grrr, there's 
always one isn't there? 


DRAGONS LAIR 
SNES 


Birmingham, 141 New St. j 
021 6325577 + 
Brighton, 61-63 Western Rd. 


| £3.00 OFF | 
ANY NINTENDO GAME 1 te» 
‘ COSTING £25 OR MORE | 


ONLY ONE VOUCHER PER PURCHASE 


0273 747 221 
Coventry, 54 The Precinct. 
0203 258 801 
Croydon, 137 North End. 
081 686 5557 


Kingston, First Floor, Bentalls Centre. + 


081 974 6921 


Leicester, 9-17 High St. | 


0533 539 638 


PARASOL STARS 
GAMEBOY 


ANGE OF COMPUTER AHO VIDED GANES 
iy } oe -36 Church St. 


London, Ground Floor, 150 Oxford St. 
071 631 3423 
London, First Floor, 363 Oxford St. 
071 629 1240 


don, Trocadero, Coventry St. 
071 439 0447 

Manchester, 90-100 Market St. 
061 834 8550 

Reading, 138-141 Friar St. 


| 0734 560 086 


Reading, 4 Oxford Rd. 
0734 584 855 


SUPER FAMICOM 
MINI MAG 


BY: Ben Mullinger 
PRICE: Free 
AVAILABLE FROM: N; 


What a git... 


(lis [Bs Hs, Z. # = i. 


Written using whatever schoo! facilities 
he can gethis hands on Ben’s Super 
NES Fanzine has o readership of about 
twenfy people. It’s o printed Ad dffair, 
with Ben actually buying the games 
before scanning in the packaging art 
work and typesetting the reviews on 
his school’s computers. In terms of 
text, it’s all review-based with the 
odd snippet of news, and there's 
nothing you haven't seen before. 


NINTENDO 
CRAZY 


Matthew Goughan 


CAPCOM Price: 93p 
AVAILABLE: 13 Craddock Road, Sheffield, $2 
FANZINE 2m 


The first NES-only Fanzine we have received, but 
whether it actually counts os a Fanzine remains to 
be seen. Normally, Fanzines are photazcopied 
affairs, but Matthew's Nintendo Crazy features 
hand-drawn pics and text throughout - so unless 
he Intends to copy each issue from scratch or has 
accidentally sent us the ‘moster’ copy, it seems 
like this is astrictly 
one-off affair. 
Featuring the usual 
ossoriment of tips 
and reviews, Crazy 
contains elements 
taken from both our 
‘ond Totol’s review 
systems: However, 
the text is hand-writ- 
ten and proves 
extremely hard to 
read in places. | 
honestly don’t think 
this is meant for 
moss production 
‘and was after the 
free game we 
were offering, 
but if you want 
‘aicopy, drop 
Matthew a line at the 
oboveladdress 


NIERSI MEM AGI CALWORED 


OF MDONALDLAND” 


iG 


onaldland. 


Nintendo Entertainment System 
‘are trademarks of Nintendo 


ONE COOL GAME - TWO COOL KIDs. 
Meet Mick and Mack - the coolest kids in McDonaldland. Now that 
Hamburglar has run off with Ronald's Negake bag, the M.C. Kids need your help 
to find him. You'll need to move pretty fast to dodge creatures like Goferit a 
and I.Psycho, solve tricky puzzles and explore the secret levels of 


McDonaldiand. If you're going to help the M.C. Kids track down Hamburglar, 2 Costle Street. Castlefield. 
‘re going to have to make some totally fresh moves of your own. ‘Manchester. M3 4LZ. 
h ‘ee ‘once you've figured out how to play this game right side up - try it Telephone: 061 832 6633. 
ups! lown! 


\ 


is, the NMS ego corner! All 
your alleged finest scores and so- 
called achievements are here, and if 
you’re score isn’t listed or if you reck- 
on you have scored more than the 
people listed, drop us a line and let 


MAGAZINE SYSTEM 


us know. Current NMS faves include 
Ma Kart, Super Tennis, and Felix 
The Cat, and we'll be printing our 
excellent times and scores next 
month - then you'll have something 
REALLY tough to beat! 


@®SUPER NINTENDO 


ADDAMS FAMILY -652840 Greg Beaufoy, Coventry, Warwicks. 

F-ZERO .... 89400 Gordon Brady, Dublin, N Ireland. 

JOE & MAC - CAVEMAN NINJA 265000 Daniel Nix, Audley, Stoke-on- 
Trent, Staffs. 


PARODIUS .... .798200 Dave Clay, Portsmouth, Hants. 
STREETFIGHTE! 1084966 Keir Martin, Clapton, London. 

SUPER MARIO WORLD .......19832530 Greg Beaufoy, Coventry, Warwicks. 
SUPER SOCCER ... 43-0 Gordon Brady, Dublin, N Ireland. 

SUPER SMASH TV .24815265 Michael Barmby, Painthorpe, Wakefield. 
SUPER TENNIS . .720 Dave Clay, Portsmouth, Hants. 


® SUPER SCOPE 


BLASTRIS A ... -18600 Steven Newman, HGosport, Hants. 
LAZER BLAZER A . -628400 Steven Newman, Gosport, Hants. 
LAZER BLAZER C . 1286400 Steven newman, Gosport, Hants. 


CALIFORNIA GAMES: BMX 68530 Jet the Labrador, York. 

DUCK HUNT 6000 Robert Wood, Seaforth, Liverpool. 

DUCK TALES $11650000 Greg Blair, Dunfermline, Fife, Scotland. 
GREMLINS 2 5246 Robert Wood, Seaforth, Liverpool. 

HYPER SOCCER . 58-0 Andrew McQuaker, Darlington, Co Durham. 
NINTENDO WORLD Cu: 23-2 with Russia Andrew McQuaker, Darlington, Co 
Durham. 

989900 Jet the Labrador, York. 

SUPER MARIO BROS . 57450 Robert Wood, Seaforth, Liverpool. 

SUPER MARIO BROS 1310000 Jamie Farrier, Tunbridge Wells, Kent. 


@®GAME BOY 


DOUBLE DRAGON I 5900 Bobby Wong, Hebburn, Tyne & Wear. 
NINTENDO WORLD CUP ... 60-0 lan Wilkes, Redditch, Worcs. 

SUPER MARIO LAND . 109900 Bobby Wong, Hebburn, Tyne & Wear. 
TETRIS 9900 Bobby Wong, Heburn, Tyne & Wear. 


PROBOTECTOR . 


‘Tecting Probs with Probotector. 


Think you could do better? Then get 05 we want your scores. Send them 
in to: WHAT'S THE SCORE ON THE BOARD, MISS FORD?, NMS, Priory court, 30-32 
Farringdon Lane, Londo! 


High-scoring in Double Dragon 


OCEAN SOFTWARE LIMITED 
2 CASTLE STREET . CASTLEFIELD 
MANCHESTER . M3 4LZ 


EEE | Ni 
x 


TELEPHONE: 061 832 6633 
FAX: 061 634 0650 


GET some maj-or excitement and truly awesome soccer facts, fun, 
features, posters, profiles, prizes, and previews with the UK’s number 
one mag - MATCH! 
This totally excellent football weekly puts you in 
total control when it hits the streets every Tuesday. 
And it’s still just 65p! 


lili 4) 


‘(Mow your Nintendo is more than a console... it's a music system. 
That's right, with the new Miracle keyboard plugged into your Nintendo you can 
play music straight away. And if you can't play music yet don't worry - 

The Miracle will show you how. 


Stereo output. 128 different musical 


The Miracle is a personal piano tutor that teaches you about music the fun way. *°""¢s. Personalised 
There's arcade games to help you understand notes... rhythm... chords. Usreaputecirerectey 
Within hours you'll be playing a simple tune. Within days ganaeelyeixayeifer 
you'll be amazing your family and friends by “& re ee 
rr The Miracle 
playing brilliantly. M I R A C L E iP? 
With The Miracle, playing PIANO TEACHING SYSTEM — pertormer! 


music just couldn't be 
easier. It's a great 
keyboard too. 
Stereo sound... 
lots of differ- 
ent effects, 
including 
guitar, organ 
or rap... 


— plus ready- 
ihe . 
i made hits 
Leann To neap music av 
rotuowine DUCKS ow Goieley 
THE MUSICAL STAVE. 


S G7 
Jub Pr SIE 


YES. TELL ME MORE ABOUT THE MIRACLE. 


ee RE TENET > TEACHING SYSTEM. £249"~ 


C} Dear Jaz 


hope that you will print my letter as I'm fed up with questions like ‘Will SMB come out 
on the Megadrive’ 

1,Are there any 16-in-1 gamepaks available in the UK for the Gameboy? My friend got 
‘one in Hong Kong 

2.How much does a Game Genie cost? 

3.Can you play with two players in Super Kick Off? 


A Fraser, Glasgow ry 
JAZ: 1. They're actually illegal pirated game cartridges and therefore 


n't officially available in this country. 2, Oooo! About £36 if you shop around. 
3. You sure can. 


WHITE 
TOWELLING 
SOCKS 


Dear Jaz 

Please could you ‘answer the fol- 
lowing questions: 

1.What new hardware chips will 
the super CD have? 

2.Willithave the ‘full-motion 
video' capability? 

3.1 believe you will also be able to 
play music” CD's Bor was. feat 
ing the music mag ‘l J" which 
said CD-ROM players cannot pro- 


generator amongst other 
ings. Thelmachine is stiirin 
lopment, ' 


He’s taller ‘aes a ChelSéa bi 
an.egg on top. He’s brainier thana 
jet-ptopelled.string oar 
he’s looning about if 
answering trousers ina “I't it to 
find the answers to all of your ques- 
tions” kind of way. It’s daz, console 
oracle of the Western Wofld: if. 
you've got something - anything j 
you want to know, write to Jaz at: " 
WOMAN IN A BAKED BEAN EATING 
CONTEST USING A COCKTAIL 
1CK Q+A, NMS, PRIORY COUR 
10-32 FARRINGDON LANE, LO} 
(C1RBAU 


A. For more info on Super Kick Off, see our review. 


iQ} KNITTED HAIR 


Dear Jaz 
Please answer my questions: 
1,What does BGM stand for? 
2.Can the UK Super NES produce RGB graphics 
on a SCART TV, or just a monitor? 
3.What do you think a decent Super NES game 
is worth? 
That's the questions over. All| have to say is that 
you were wrong saying the dragon punch is 
‘right, down, right’. It's actually ‘right, down, 
down/right’ at least itis on the a version (I think 
you know what | am talking about 
Tim Sampson, Lowestoft, Sulfok 


A SF2 - almost arcade perfect. Al 


JAZ; 1, Back Ground Music. 2. Only 

if the telly has AGB inputs, which | 

doubt. 3. | think that £40 for a really decent 
game would be fair. And you're right about 
what you say about the dragon punch - it's 
just like the arcade game. 


|Q| COKE-BOTTLE SPECTACLES SPR 


JAZ: 1. Depends on what your favourite game type Al 


Personally I'd go for Castlevania IV ‘cos it's more 
challenging, 2. I've only played a very early version and none 
of the playability had been sorted yet. If Rare do get it right, | 
reckon it'll be a whoppa! 3, Absolutely mega. 4. No. 


ROUND COLLARED; 
BRI NYLON SHIRT. 
Dear Jaz 


Jam the proud owner of a NES. Here are some 
questions to answer forme: 

1.1 will soon be going to Canada. Will | be able to use 
Canadian games on my NES? 

2.{f yes, what should | buy? 

3.Will F-Zero or Lemmings come out on the NES? 
4.What do you think of these games: Jackie Chan's 
Kung-Fu, NES golf, Mario 3? 

Andrew Heasley, Belfast, NI 


JAZ: 1/2. Not without an adaptor - 
Canadian games are identical to US. 

games. The thing to remember is that a UK NES 
won't work ona Canadian telly. My advice is to 
buy a Canadian NES when you get there (you can 
pick them up new for as little as £35 and second 
hand for £20 or less). 3. No and yes. 3. Brill, good 
and amazingly good. 


CORNISH 
PASTIE SHOES 


Dear Jaz 

Congratulations on the new 

mag! Could you please 

answer my questions on the 

Super NES? 

1.How much does a SCART 

monitor cost? 

2.{s it true that the American 

Super NES is out in England 

for £55? 

3.1s SIM City out yet? 

‘Thank you very much, keep up 

the good work and Ill buy 

every issue. 

Edmund Gordon, A 

JAZ: 1. About 

for a cheap one. 2. 

No. 3, Should be by the time 
> neither F-Zero or Pilot Wings are NES-bound. you read this. 


‘A. The all-swinging, all-dancing Castlevania IV 


A Wings 2 (AKA Blazing Skies) is reviewed 
this month 


SNAKE BELT 


Dear Jaz 
Please could you answer these questions for 
me. 
1.1s Wings 2 any good on the Super NES? 
lotwings be coming out on the UK 
super NES? 
3.What is the best Golf game on the Super 


4.1s Super Cup Soccer the same game as 
per Soccer? 

5,Why has the price of the Super NES in the 

USA dropped so much? 

Thank you. 

Mark Sciuto, Redruth, Comwall A 

JAZ: 1. Read the review in this 

ish. 2, Yes - very soon. 3. | haven't seen 

‘one that is really worth recommending. 4. 

Yep. 5. Because of the price war with 

Sega. 


37-NINTENDO 


_ 
Please could you answer some qudtions feferrindl to 
the Super NES and its cartridges. 
1.On my copy of SFil there was a plastic dust cap 
that fits snugly on the bottom of the cart, Are there 
plansito d@'this on UK carts? 
Is EA Hockey of NHL Hockey coming out for the 


upSPN| T 
AN pc Painvand the Nintendo 


moUse beloffi 


BS" 4.1s there going taba price drop of Super NES 


Fra. 


arts? . 
J). 5.in the first issudl@fINMS it'says Parodius £24.99, 
‘but when | checkdlup itwas £44.99, Please tell me 
Waiace vou cae he came at his price 

Are arly good games coming out for the Super 
‘Scope? : 
PS On the first GamesMaster they had a SFil comp, 
and feckon | could have kicked them silly, 
Ashley Martin, Salford 


JAZ: 1. No. Personally | think it’s a waste 

of plastic. 2. Yes - around Christmas. 3. 

£59.99 for the cartridge and mouse. 4. Not for the 
moment. 5. Are you sure you're not getting the 
Gameboy version mixed up the Super NES ver- 
sion? 6. Yeah = there are a few goodies coming 


‘A Gumph! The price we gave for Super NES Parodius was in fact for the Game Boy. 


NINTENDO 38 


in this issue. 
working on SNES F15 
Strike Eagle as we speak, though | don't think 
it'll look much like the coin-op when it's finally 


Imagineer 


SUPER GAME 


Hello, and welcome to 
this month's selection of 
tips and player's guides. 
We lead off this month 
with a six-page extrava- 
ganza dedicated to the 
game which has k: 
NMS crew rapt f 
Super Mario Kart. 
Following this, we keep 
up with this month's con- 
tinuing Star Wars theme 
by revealing the path to 
The Force in The Empire 
Strikes Back. Add to this 
a guide to Super Mario 
Land Il, and more small 
tips and cheats than you 
could ever use and you 
have yet another thing 
to thank us for! Are we 
good to you or what? 


Jings, crivvens, and help ma‘boab! As if we didn’t just bring you the defini- 

tive REVIEW of Super Mario Kart in issue 1, now prepare to have the ulti- 

mate Player's Guide foisted upon you. At NMS, karting has become a com- 
| munal experience. Everyone has their own particular favourite car, special 


e team, and soon you'll be 
in abundance! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


d be knocked into an awkward 
position near a wall. They are also useful for 
knocking players out whilst they are in mid-air. Best 
of all is a final lap knockout, leaving the leader 
sprawling inches before the line, while you and the 
other drivers zoom past. 

Tactles: The shell is o potent device. If 
you are in the lead keep it as an ‘insurance policy’ 
‘against being overtaken. 


GREEN SHELL 
Flies in a straight line, in the direction of the car's 
movement 

‘Who fo use on: A good weapon to use against 
annoying computer characters blocking your wo) 
Bowser or Kong, for instance. 

Where to use: Fire near a wall at the end of 
straight and nip around the corner. The shell thei 
rebounds and becomes a nasty surprise for your 
‘opponents. Dump shells at narrow points of 
track, or when being pursued. 
When to use: Use green shells quite quic 
because you can't collect a red shell whil 
one. 

Special Tactles: Green shells moy al 
dumped on the track like banana skin: 
back as they are fired, 


Is dumped behind your kart, causing 
hits it to skid on impact, 


you hold 


by pulling 


Whore to use: On areas where the co 
rows: bridges, between stones on castle stag: 
after zoom ramps, or near bonus tiles. 
When to use: You should use skins at the first 
appropriate moment, as they are common and of 
limited valve. 

Taetles: As a desperate tactic, skins may 
be thrown ahead by pushing forward as you drop 
them. The distance they travel is unpredictable, but 
it is @ useful last gasp tactic if you are trailing near 
the end of the race, 


FEATHER 


Allows you to perform one massive jump. 

Who to use on:Only affects your Kart 

Where to use: Uso on the ghost level secret pas- 
sages (see box). Also use to cut corners, evade 
shells and jump obstacles. 

When to use: When on enemy shell is fired, judge 
it's ETA beforo using the feather’s jump power. A 
feather often gets you ahead of a blocking comput- 
er player. Use after going over a speed ramp, or to 
get across mud or water without slowing 

Special Tactles: Really skillful players should use 
© feather to knock other players off-course. Try it 
on the final of the Mushroom Cup, at the perilous 


e computer-controlled pack. 
Where to use: Use on straights, as the extra 
speed creates control problems on tight corners. 
Don't use when in the lead. The Star is a good lost 
lap weapon to have in store. 
When fo use: Get os close to your human oppo- 
nent as possible before activating the star. If you 
are leading, activate the star if a red shell has been 
launched. It also gets rid of the mole-rats during 
the Flower and Star Cup races. 
Special Tactles: A cunning strategy when leading 
is to slow down for your human opponent, before 
activating the Star. This then costs them a few plac- 
ings. For full effect, do this on the last lap. 


LIGHTNING 


Mega-magic which shrinks all your other oppo- 
nents instantly. 

Whe to use on: Affects all other racers, but use 
with specific targets in sight. 

to use: In pack situations, when you are 


cornering. Don't risk losing # 
q.alhout to flatten someone, tho 
is reduéed jn relation to thei 


e 


i's not worth the hassle) 
‘Try using the fleshiiwhen yurepporiént 
«© crucial jumpiiThe loss.of speed may’ 
jumping prowess. 2 


room within the 
fo the pick-up 

in a close finish. 
ith slow accelera- 
a fast restart. 

cl effectively make your 
vehicle an offensive ¥ |. Used correctly these 
allow you to ram your opponents into the rough or 
against walls and into deep water. 


PICKING PICK-UPS 


THE PERFECT START 


(2 )'00"01"63 


a Wh, 


iw) 


SECRET SHORT-CUTS 


SPYING 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


THE BLIND | 
DING THE 
BLIND 


transform your gam 
instantly. 


RAD SAYS: 


PAUL SAYS: 


GUS SAYS: 


PAUL SAYS: 


RAD SAYS: 


S = 
= HAIRY MOLES GUS SAYS: 


HAZARDOUS TIMES | 


PAUL SAYS: 


a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


a=? | 


~~ (age “SHOCD ISLAND 


i= 


BOWSER CASTLE 1 im 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


MARIO CIRCUIT 3 


ayy 


BOWSER CASTLE 3 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


STAR WARS 
_ AAXAGAZAP: Adds 
TAXAGAZA: Sic ives 


_ AAXAGAZE: Nine lives, 
SZEAYXVK: Infinite (count ‘em) 


lives! 


_ GZLNLS: Luke becomes immune 


EEPPGG: Prevent the machines 


from falling on Luke. 


SLKLYVSO: Immune to most 


“collisions. 


" AAKLNGZA: Pick-ups provide 


full energy 


AAKLUGAX: Less energy is 


and to most 


a 
cometh we knoweth not 
1. PO: 


GAME GENIE CODES 


Homby Hobbies hove supplied us with this encyclopaedia of Gome 
Genie codes for the NES. Here we go. 


BATMAN 

EXGOTO: Botman’s floving eno- 
mies freeze when shot, 
EEEPOTPA: Gives Batman a full 
energy heart. 

EGGPPA: Exploding mines. 
PPPPPP: Makes the mochines 
to move slower 

TOTPTO: Holy detergent! Some 
of the enemies vanish. 

TOTOIO: Holy dead legs! Some 
of the enemies are immobile! 
SOPZEA: Thwack! One sho! with 
the dirk and @ level boss is dead. 


PUNCH OUT 

ALNEVPEN: infinite energy 
(three stors). 

AAVETLGE: Knocks ‘em out with 
‘one punch! 

SYVALPAX: Stomino central - 
you never lose energy. 


RAD GRAVITY 
ASTVXZ: The enomies just f-f-f- 
fade away instead of exploding 


MEGAMAN III 
AEUKXLPA: Infinite lives. 
Mega-iump, 
ASSILLGP: Longer slides. 
NNVIILEE: Speedier slides, 
NYNKXSGK: Faster-moving 
Megaman, 

ZANKNIPA: Extro-fost 
Megaman. 


LUNAR POOL 
1G: Confusion alert! The balls 
bounce the wrong way! 


BLUE SHADOW 

VKPZXP: Low ond behold, the 
Blue Shadow is endowed with © 
super jump. 

XLTIGA: Removes all baddies. 


PROBOTECTOR 
pore 


OPERATION WOLF 


| HEVUNSPA: Infinite continues 
AESKNLTL: Nover die 
AANGOTPA: Infinite magazines. 
AAEGKYPA: Infinite grenades. 
NNEKVPLE: Hoolth restored ot 
the end of each level 


BART VS THE SPACE 
MUTANTS 


OPSYVUGA: Gives Bart the 
power of flight! 


PAXNGYAE: Coin in the lives os 


you gather the moolah! 
PAUYZNTA: Adds 87 coins to 
your score and gives extra lives 
for every coin collected. 


GAME 
Boy 
THUNDER SPIRITS SMASH TV 


Aberdeen lad, Paul Hulcup, has To get a stage select screen goto! yma an AS] 

been a busy boy this month. He’s the options screen and press ’ 

found a secret configuration right, right, up, down, R button, L. can Nes aie hes san in dees 
screen. Pressing Start and Select button. Thanks once again go to < Pi 
on both controllers gets the Paul Hulcup of Aberdeen for that 

idesired result. one. 


_ ACTION REPLAY CODES ADDAMS 


{Darren Townsend has mentioned that we don't print any FAMILY 
Action Replay codes for the Super NES. Oh yes we do. NOGeIOs 


STREET FIGHTER 2 pegs 


Here's a series of rather strange codes. Fancy [Junta 
playing as Ryu but wearing Ken’s red pyjamas? usable 
Type in the code 7E00C404 on the title screen. sth 
This chooses two Ryus. Turn the Action Replay 
off. Now highlight Ryu and Ken but don’t SMART 
choose them - switch the AR back on instead. BALL 
| You now have Ryu wearing red Pls. Cor! Thanks 

to Jamie Stubbs of Rayliegh in Essex for calling Gory Young 

in with that well ‘ard tip. He also sent in these thinks he's 

dead smart for 

sussing out 


well ‘ard codes, 


this level select 
1200: cheat for 
EOE B200: Black belt edition playertwo. | Syl) 
EC 2B00: Weird mode player one. alias Jerry Boy, 


EOC 2B00; Weird mode player two. on the Super 3 Z 

JEOD 8000: Two special moves at once. N=Sesiy 7) PRINCE OF PERSIA 

EOC 2CBB: Fall off screen player one. UP, DOWN, These codes make it possible 

EOE 2CB8: Fall off screen player two. eM GAME to complete the game with 
RIGHT, LEFT, twenty-three minutes left. 
RIGHT, B, A, David McLennan and Graham 
SEGAL! 9) Waller of Essex are responsi- 
START on the this princely provision. 
fitle screen 75 
‘and much 

TEOC 30F6: Psycho mode player one. level selecting 

TEOE 30F6: Psycho mode player two. is thine, by 


PARODIUS You've got tobe a nutter to want fo ry this one; If you 
feel the need to play Parodius on 

‘an extra hard difficulty setting, 
Kwong Leung has the answer. On 


47087: 
LEVEL 12 A: 88632774 
LEVEL 12 B: 53131764 
LEVEL 12 C: 40036714 


According to Stephen 
‘Simpson from Buxton, there. 
is another ending to find in 
Mario's most recent adven- 
ture. When the last Mecha 
Koopa has trounced Bowser " 
peceaecpericetenue KIRBY'S DREAM LAND 
holding up on the joypad bse ps 
Uni Mario and the gang ore) aeRO ecg 
poroding post the vortous fos thi happy ene sarees) 
ackgrounds. Mario now loifind the hldcenieartaes 
clops his honds to prove how | SAMA Stree 
ielavenyousores By xlimasny START. For a harder game pr 


Ub, A followed by START. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


Lucasfilm’s homage 
to the second instal- 
ment of the Star 
Wars saga is a wor- 
thy challenge for 
most gamesplayers. 
Some of its platform- 
based segments span 
dozens of screens 
and often prove 
extremely hazardous 
to a would-be Jedi’s 
health. So to prop up 
your ailing Force 
powers, the NINTEN- 
DO MAGAZINE SYS- 
TEM ‘Friends Of The 
Rebellion’ (them- 
selves no strang 
to fighting tyranny 
and evil) have come 


Allows Luke to make super- 
high jumps. 


SABRE 
With this activated, the Light 
Sabre's power is doubled 


to the tricky early 
levels of the game. 


SPEED 
Rather obviously speeds Luke 
up. 


BLASTER 
Similar to the Sabre power, but 
enhances the blaster. 


SHIELD 
A special force-field to reflect 
enemy shots 


TAUNTAUN 
Leave the Tauntaun out of harm's way by dis- 
mounting before a fight with the Wampas. In 
addition, its health bor is replenished by collect- 
ing the little white growths which live in the 
caves. 


STAGE ICE CAVERNS 1 


The ice Caverns come in two sections. The first involves searching for 
the Light Sabre, which proves generally more useful than the blaster. 
WALKERS Travel right to o big hole. Fall all the way down and head right. After 

‘@ while, there's a narrow passage, containing the Sabre icon. 
Dismount and climb up, dealing with any Wampas with the blaster. 
Next, it’s time to head down. Continue left to find a suspiciously thin 
bridge of ice. There are two ways to cross this. Either dismount and 
walk, or attempt o big jump with the Tauntaun. Either way, keep on 

heading left before dropping down into a pit which contains a small 
Pactiateroneecis tunnel heading left - dismount here. Watch out for the Wampas here 
After grabbing the heart at the end of the tunnel, fall down and run 
right. Jump the gop - the fall leads to water - and jump again to col 
lect the first Force power icon. 


It’s possible to strap bombs to the undersides of 
the AT-AT Walker when Luke's Ice Speeder hos 
been shot down, Just move up when directly 

beneath their feet 


Sove valuable Force energy for the larger bosses 
as our hero's supply is limited and bosses cause 
the most damage. 


ENERGY 
If Luke is running low on energy, hang around 
one of the doors Imperial Guards emerge from. 
The energy-giving hearts collected after killing 
them restore lost strength rapidly, 


JUMPING 
Extra big jumps are made by holding down on 
the pad for o short time. The sprite glows when 
ready to leap 


Stuck in @ Nintendo game? Call the official hints and tips Hotline on 0703 652222 


STAGE 1: ICE CAVERNS 2 


Retrace your steps to the Tauntaun. A big leap is 
needed to get out of the pit. Travel right until the 
next gap downwards. Descend and there's an 
island blocked by a wall 
on the right - use the 
Sabre to clear the 
obstruction. Using the 
ice-floes, head right to 
an island. From here it 
is possible to go up, 
using the icicles as plat- 
forms, but ignore this 
route and continue right. At this point, dismount for 
a spot of jumping action as there are no floes, and 
the water is deadly. On reaching the dead-end, 
Mi WA se the Light Sabre to reveal a secret cave and a 
shield Force power. 


STAGE 1: ICE CAVERNS 3 


After collecting the second Force power it's time to 
head up-screen. Start from the island on the far 
right and prepare to face a giant Wampa. Beating 


STAGE 2: 
WALKERS 


Sadly, this part of the game 
becomes a repetitive routine 
ond presents no problems once 
the method has been sussed. 
First of all, take out the first 
three Walkers using tow-ropes. 
The correct level for a tow-rope 
is roughly one Speeders height 
above the ground. Use the 
Speeder’s shadow to estimate 
the correct altitude. The first 
three should be tackled before 
the rest since they are the 
greatest threat to the rebel 
bose. From then on, fight the 
Walkers with lasers using the 
same attack pattern. Approach 
the targeted Walker from the 
rear, flying between the level of 
its rear cannon and the front 
cannon of the walker behind - 
this is a relatively safe zone. 
Fire your lasers when heading 
towards him, before turning at 
the last minute. Move about a 
Walker's length away, and turn 
and repeat the exercise, On the: 
unlikely event of a crash, 
always run and shoot in one 
direction, whilst keeping clear 
of the walkers’ feet, 


Stuck in a Nintendo game? Call the offi 


this menace is simple: 
cut a niche in the ice- 
wall and stand in it. 
From this vantage 
point, use the blaster to 
blow seven barrels from 
the oncoming creature = 
it won't be able to. 
touch youl. Now head 
up to face a tougher customer, the Imperial Droid. 
There are loads of heart icons to collect here, so 
defeating the Droid is fairly straightforward. The 
secret is to leave the 
extra energy until 
needed The Droi 
tern is also rather pre- 
dictable. Wait until it 
has unleashed four mis- 
siles and jump them, 
then use the Sabre on it. 
After victory, the final 
ice-wall is top-right, as is the end of the stage. 


STAGE 3: REBEL BASE 1 


Head for the top-left hand corner of the complex, 
which requires going up, right, up and left from the 
start point - the 
Light Sabre 
power-up is here 
An active Walker 
blocks the way, 
but is easily skirt- 
ed past. After tak- 
ing, return to the 
starting area. 
Continue moving 
down until Han 
appears with a prompt to enter the Walker -which 
is on the left-hand side of the play area. Take the 
Walker on the lift, and walk along the large hangar 
area, destroying the force-fields before crossing the 
hangar area on the moving platforms. 


STAGE 3: REBEL BASE 2 


This is the most frustrating part of the level as it 
cannot be passed on foot. Travel left across the 
small platforms and then up and right. After a 


> 


e on 0703 652222 


* 
while, a renegade Walker is letting off shots all 
‘over the place, but ignore it and head left and up 
for another Force power-up - use the blaster to 
fun the rocks into « handy stairway. Now it's time 
for the Walker. 


STAGE 3: REBEL BASE 3 


There is a simple, if laborious method to defeat the 
errant Walker. Go up to the platform above its 
head and move to the edge. Now aim down and 
fire on to its head - it won't be able to retaliate 
When it finally collapses, climb into the shell and 
cross the deadly divide. 


STAGE 3: REBEL BASE 4 


‘As you reach the end of this long stage, head up 
‘and right to collect the extra life and Force energy 
there. Move back down and enter the blue-walled 
levels. Directly right is a shield icon, so collect this 
‘and continue right. Another droid ‘Boss’ awaits but 
using the stairs as a partial shield whilst firing diag- 
onally at it makes things considerably easier. It 
fakes time, but always does the trick. Now get the 
energy and Force power from the room in the left 
Use this on the Walker which is found along the 
passage on the right. Use the powered-up Light 
Sabre to deal with it quickly. When its beaten, it’s 
time to visit Dagobah. 


STAGE 4: JUNGLE 
PLANET 1 


frontation of the level - with a 
large Grasshopper. Fighting this 
monster offen results in Luke 
being sent back 
to the start of 
the stage again, 
so jump the gap 
with a small 
jump, making 
sure to duck 
straight after, As 
the 


Once on Dagobah, heading into the trees is a pri- 
ority. To do this, go left and up through the cave 
network - ensuring that the vine snakes are 
before you ascend the vegeta- 
tion. Similarly, the jumping 
creatures that live on the ledges 
are easy to beat: jump to the 
right, onto the ledge and shoot 
them as they jump across. 
Other creature trouble comes 
from long-necked tree mon- 
sters, but shooting every hole 


near or in a tree is the best way Grasshopper 
to be sure no energy is lost. The flies overhead 
large ant which lives under- use a Force: 


ground is not worth fighting - simply use a Force- 
powered jump to pass it 


power blaster or Light Sabre. 
When he’s dead, it’s time to 
head for Bespin, 


STAGE 4: JUNGLE TO BE CONTINUE! 


PLANET 2 


Next month, we'll be concluding 
our Jedi-related japes, so stay 
tuned for the next thrilling instal. 
ment, 


Things should go smoothly until the water area 
Extra Force energy is hidden in a cave across the 
lake, and is accessible via the 
tree branch. Climb as high os 
possible and travel right, using 
the longer vines to swing across 
the wider gaps. Don’t use Force 
jumps - a well-timed small jump 
is more likely to succeed. 
Although the screenful of ants 
and bonus energy looks tempt- 
ing, it’s not worth the risk so 
head right for the final con- 


the official hints and tips Hotline on 0703 652222 


GOT A HAND-HELD ? 


GET 


THE HARDEST 
CONSOLE & COMPUTER 
MAG IN THE GALAXY ! 


» 


4 


{COMING | RIGHT AT YOU... | 


[~— 4 PE ax: 


7 7 Blimey, are we really heading for Gd 
nM eee z fourth issue already! It only seems like 
eyttet we were stunning you 7 
with loads of exclusive reviews, pre- 
views and players’ guides... | 


Still, number four is indeed on its 
way and is set to be filled to the gills 
with loads more first reviews. Up for 
examination we hope to have The 
Addams Family: Puggsley’s Scavenger 
Hunt, Jimmy Connors’ Pro Tennis Tour, 
and Nigel Mansell for the Super NES. 


We also hope to have the NES front 
Peete riled apace 
—_—, atron st Game owners 
— = should be wowed (or not if as the case 
Sa may be) by Titus The Fox. 


In addition to all this fun and 
(exclusive) games, expect the usual 
NMS jamboree of tips, previews and 
up-to-the-minute news. It’s out a 
month from now, so get down to that 
newsagent and start hassling him for it 
~ or you might miss out... 


(_ NMS THE best Nintendo magazine - and that’s official! D 


— 0 = " i: 


j ne == 


SPIRE 
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1 SPIDERANS 


SUPER NES 
taka 
Jt 


—) 
= 


RELEASE 

OCTOBER 

CONTROL 

JOYPAD 

GAME DIFFICULTY 
MEDIUM 

CONTINUES 
PASSWORD SYSTEM 

SKILL LEVELS 

ONE 
RESPONSIVENESS 
QUT OF CONTROL 

1ST DAY SCORE 
Complete first 12 missions 
ORIGIN 

This is an enhanced version of 
the Amiga and PC game Wings 
that was released a couple of 
years ago, 
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y jingo! Almost got drilled when I tackled a 

Hun crate on the way back for tiffin at the 
end of my patrol, but the old sausage-stuffer 
came a cropper! Managed to get the old bird 
home even though she looks like a sieve! 
Toodle pip! 

If that previous sentence means absolutely 
nothing to you, it sounds like you need to 
brush up on your World War I fighter pilot 
lingo! And what better way to do it than to 
become a pilot and take to the air courtesy of 
Blazing Skies. 

Basically this is a World War | combat sim- 
ulation in which you enter the cockpit of a 
rickety old biplane and battle the krauts in a 
gentleman's war high above the squalor, 
death and desolation of the trenches. There 
are missions a-plenty, including strafing 
tanks, bombing emplacements and of course 
shooting the seven shades out of the Hun ina 
variety of dogfight situations. 

‘Two viewpoints are used: overhead 
scrolling for the bombing runs, and full mode 
7, 3D rotate-o-vision for the dogfights and 
strafing runs. The controls are simplified so 
that all you need to worry about is pointing 
the plane in the right direction and blasting 
Fritz! 

‘So choose your pilot from the five avail- 
able on the starting screen roster, grab your 
joystick and take to the skies! 


0 


ERM INTEREST 


}ooouo 
BOOUOOU0 


POWER UP-YOUR PILOT! 
Lawrence Wolfe 
Flying 
Shooting 
Mechanics § 
= 


Stamina 


Can't get overconfident 
this bloke 
might be good. 


r t the plane across the dan: s 3D land- 
wait Gvaeions come ta otayaden Ganeeng iheiplane ond 
current altitude - or avoiding icles. 


ol rom lich to. iis) seas) youl be basic aim is to embark on a series of do 
first World War. The missions involve engaging the 
ions. However, the five pilots also act as ‘lives’ and if they are 
sale fon duty = although each withstands a limited 


enemy au il 
- killed ir -are obvi 
ie atic mer uy the farm’. 


AAAGH THE 
FOKKERS 


Dogfighting plays a major 
part in Blazing Ski 
al battles start out 


ne up against 
‘al at once, including tak 


ing on three hig 

Fokk 

your blood! Anothe 

with a twist involves shaking 

off a top German ace who's 
up your rear! 

Get out of that one, mate 


© Groshing is, sadly, all-too easy and, os in the 


real thing, you dont get a second chance. 
However, the unwieldy plane andthe strange 


perspecive olten makes fying harder than no- 


mal -odding on element of frustration tothe 
‘gome's missions 


PLAY IT 
STRAFE! 


Taking out ground targets so 
can move the front 


ft’ a priority, Firs 


all things start out easy 
the order to take out a 

of supply trucks. But 

war progresses you have 
knock out enemy tanks ond 
heovily fortified bunk 

face of much ho: 

craft fire! 
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Bo commenr 


My expectations of this cart 
were high but my hopes 
soon plummeted to the 
ground as | realised the 
insurmountable odds 
stacked against the player 
- mostly due to the naff 
control method, which 


Lt s) 
we 
makes flying the plane 
very difficult. It might look 


PAUL Jr essive, but wit the 


screen shots don’t show you is the jerky 
animation on the aircraft and the monote- 
nous nature of the landscape where the 
same features are repeated over and over 
again. The dogfights are the best thing in 
the game, with some fairly intense battles, 
but the raids on enemy bases and strafing 
runs bomb quite spectacularly! For a short 
while the novelty value of pretending | 
was Biggles was enough to keep me at the 
joystick, however it wasn’t long before | 
wished Iwas at the controls of a far better 
flying game like Pilot Wings. 


iene 


What | hoped was a fast 
and furious aerial combat 
simulation has turned out 
to be a frustrating shoot 

‘em up with knobs on. My 


and simply don’t “feel” 
- *. right. The plane pitches, 
JAZ 21s and rolls in a totally 

unrealistic fashion and the 
poor inertia, vague feel and sluggish 
feedback makes flying the plane accurate- 
ly very tricky - to be honest you end up 
spending more time battling the control 
method than the enemy! Once you've got 
a grip on the control’s shortcomings and 
get into the game itself there’s more dis- 
appointment in store. There are only three 
basic missions - dogfighting, bombing and 
strafing. Dogfighting is great fun and is 
the most exciting aspect of the game, but 
bombing is like a very dull and simplified 
vertically scrolling shoot ‘em up and straf- 
ing is made very annoying by the afore- 
mentioned control problems. Although it 
looks impressive, Blazing Skies doesn’t 
deliver on the playability front. It’s tough 
and provides fun for a while, but doesn’t 
offer the long-term appeal or sheer enjoy- 
ment of Pilotwings. 


‘PResenrarion 


© Al presentation screens oe very assy. 


Having to put te very long tve game code 
In evry ie you dei very annoying. 


> Looks impressive andthe enemy sprites are 


eat. 
©The londxcopes ore boen and the bot 
‘ground mountains scl jr. 


“Sou 


Bf cn wenn ce 


we Rein limited elects do nothing to heighton 


_ 


Very idly contol mk the gong very 
resting ot fist. 


ABILITY 


“A The prospec of dogtghtng holds certain 
‘atoction. 
© Allthe misions ore fly dul 


VERALL 


‘Could have been a great combat 
simulation, but unfortunately 

| dreadful controls and some very 
dull gameplay elements bring it 
down. 


TINY TOON - 
MegaVideoGameFun 


TINY TOONS 
for GAME BOY! 


Buster Bunny™ Plucky Duck™ 


= and Hamton™ are the cheeky, 
mischievous, miniature stars of 
Y this brand newall action adven- 
NEW! » ture. Through dark mystical woods and chaotic 
The TOONS in NES! cities they find themselves thrown into one 
It’s a laugh a minute in the land of the TOONS crazy edyenture efteq another, Youll need skill 
as Buster Bunny" attempts to rescue his girl- and lightning reflexes if yourre to'gulde 

friend Babs, who has been kidnapped by the these tiny terrors through the exciting land of 
dastardly Montana Max™ Beware of traps, the Toons in this thriling action adventure. 
moving floors, switches & doors as you guide Hon player only 

Buster through haunted forests, secret . ‘9.Systom; GAMEEOY, 

chambers, pirate ships and wackyland in his Distribution: Bandal UK Lid: (OK), 


Unit 26/27, Fareham industrial Park 
hilarious quest to rescue Babs. Fae torte PO1G XB 

For one player only 

@ System: NES 


Other KONAMI games available for your GAME BOY & 
Nintendo Entertainment System 


ERACKOUT) 


fe to regret the consequ 
Normally, it’s just a clip ro 
fet money, but for Mickey Mouse the rai 
more serious. Whilst playing catch with Go 
grown back garden of his Toon Town home, the 
when Goofy punted it into a patch of overgrown 
Ever obedient, Mickey's dog, Pluto, ran off to retri 
ber sphere, only to completely disappear in 
foliage. As quick as a flash, Goofy went after him 
was left alone. After a while, it became apparent thd 
got lost, so Mickey decided to have a look in the depths o} 
herbaceous border himself. 

However, on exploring the overgrown mess, Mickey was 
amazed to find the entrance to what appeared to be another 
world, Realising Pluto and Goofy must have gone in, Mickey 
followed, On entering, though, Mickey found that, although th 
new land was full of interesting things and creatures, it wasn't 


SUPER NES 


HICKEY MOUSE 


RELEASE 
TBA 


CONTROL 
1 OR 2JOYPADS 


GAME DIFFICULTY 
EASY 


CONTINUES 
UNLIMITED 


SKILL LEVELS 
3 


Watch the busy 
- Beavers as they build errs 

their lodges in the 

leafy glens. . 
Conventional 
Natterjack Toads share 
the waters with bizarre 
Starfish, as Mickey 
leaps across them all. 


ae ne 6 & 
RESPONSIVENESS reer: ~~) 
HOT ‘ 
1ST DAY SCORE : 
30,000 Jam =, 
ORIGIN — 
Magical Quest is Mickey's first == Z 


outing on the Super NES. As 
with past Megadrive and Game 
Boy Disney licences, the action 
takes the form of a platform 
gome. 


So « Ee 
ea Se Se 
3 7, Dy 0-0" Tie sep is rising in me 

& depths of the old Oak 
Mickey isn't the only one =" 
swimming inside, though. 
‘Once out in the open 
again, Mickey descends +—— 
gracefully on the falling 
as lP0VES Whilst avoiding the — 


yawning chasms below, 


Ack 


The terrain n 


ow becomes: 
derland, 


tion allows " 
on the back of i 


ind tour of 
ee kingdom, 
with a resume of 
the match high 
lights. Let’s 9°! 


hn. 
} mit) 


m™ Much rock in if 
boot. Feather 


‘Pete drives Mic! 
‘a wall of spikes. 
ters the burning 
deserve 0.900 
of flame install 


evidence here - 
ed minions of Pete 


open Crevosses, constantly threat- 
small number of rock- 


‘ond rocky fauna to 


! His only oid i 
swinging pointe, 24 i the 


to a trap, forcing 
re ching rack bottom, he encoun- 


lame creatures, who 
a deadly curtain 
jer therm. 


COMMENT 


Playing Mickey's Magical 
Quest was the simple part. 
- rating it has not been so 
easy. The only fault I can 
find is the lack of control 
exerted over the continue 
system. Offering unlimited 
continues is a decision not 
to be lightly taken - the 
game's challenge has to 
merit the option, but most 
haven't the will-power to resist playing 
right through. Here, the effect of the option 
is disastrous, and ruins the long term 
enjoyment of an otherwise excellent plat- 
form game. Mickey’s Magical Quest has 
fabulous graphics and lots of good touches. 
The spinning tomatoes, errant spiders, 
hose antics and flying carpets are all well- 
done, but the game stays at a constant 
level of difficulty, and the stages aren't 
especially long. Without continues it might 
have taken a few weeks to complete, but 
they reduce its lasting appeal to mere days. 
Of course, for young kids (and that’s who 
the licence appeals to) it is excellent - don’t 
hesitate to get it. For anyone over 10, 
though, the message is one of caution - 
unless your sickeningly loaded. 
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FIRE FACE 


Flamin’ Noral Mickey and Fire 
Face have seriously heated 
‘arguments. One of them should 
be persuaded to cool it. 


How To Control 


NOT USED 


pa To Play 
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SELECT COSTUME 


VAMPIRE PETE 

This undead horror flaps about 
the Treetops zone. He attacks 
by swooping and sending out 
his botty brethren. 


BALD EAGLE PETE 


Swoosh! Unless you hold on 
tight, the draft of this Boeing- 


sized bird knocks you from your 


perch. 


Mickey moves left and right with the d-button, and can jump to higher platform- 
levels. Pressing jump twice turns it into a bottom-bounce attack. He also has a 
grab function to use objects, or the equipment provided 


CHANGE COSTUME 


= 


i 
| j 


| GRAB/SHOOT 


| NOT USED 


SPIDER PETE 


Arachnophobic overkill. Watch 
that web - and the jaws for that 
matter! 


TORVILL PETE 


10, 9, 9.5. This skating denizen 
gets extra ‘artistic interpreta- 
tion’ marks for his attack pat- 
terns, 


his various costumes. 


—y 


s ae PAUSE 
S | setect: No FUNCTION 


The Magical Quest consists of six stages, split into four sub-sections, each depicting 
@ platform-laden landscape of Emperor Pete's world. Mickey searches for the statue 
exits to get to the castle - collecting coins and costumes on the way. Mickey has three lives and sus- 
tains @ hit for each heart he possesses. 


= 


, 


ea SO ee 


4 The inside of the water-logged 
free is full of danger. 


A Clouds disappear after mere 
seconds, so keep Mickey moving, 


= 
‘BResentarion 


‘Plenty fDisney-squ ouches make Mickey 
«stoning locking gem 

The options oe limited, but the comnues 
sent whihis bd nom 


=" 


of Mode 7 scale the eagle ond rotate other 


tous 
COMMENT 
After the disappointing ND 


Magic Sword and the unbe- 

lievably good Street Fighter ‘terete aod sm 

Il conversion | approached ty os wel 

Mickey with some caution. 

Thankfully, Capcom have 

honoured their long tradi- 

tion of outstanding prod- 

ucts with another amazing, 

if slightly unoriginal, plat- 

form game. The main 
sprites and the superb boss creatures are 
stunning and detailed, and are similarly ‘| 
well-animated. In addition to these graphi- 
cal delights, the sound chip expels magical 
melodies in the background. Although 
Mickey has been restyled slightly and has 
come under some criticism from some of the 
NMS crew for this, nobody could disagree 
that Capcom have used Mickey and his 
varying outfits to great effect - his use of 
the hose when wearing his Fireman garb is 
ingenious. Though a little familiar in 
places, the gameplay works wonderfully 
and the change of costumes adds spice and 
humour to a melting pot already overflow- 
ing with good taste. Although the normal 
difficulty setting is quite challenging (even 
with the infinite continues), it is on the hard 
setting that the action really starts to get 


The technical excellence and 
interesting. Only with the difficulty cranked playability of Mickey Mouse can- 
right up do the guardians use their entire not be denied - but the lack of 
repertoire of attack patterns, whilst the rest Jong-term interest also shouldn’t 
of Emperor Pete's army meet up in full be ignored. 


force. Mickey Mouse is another enchanting 
effort from Capcom, and a curse should 
befall anyone who lets it pass them by. 


"PC niet wo mons, 
Hieber Lie! 
formats 


NINTENDO 


and now, the 


Witen dinescurs walked the 
Earth and Father Time was a 
nipper, there lived a young lad 
| called Bonk (AKA GB Kid in this 
| Gameboy reincarnation). Now his 
story is told, It might be as old as 
the hills but, at that time, the 
were reasonably new to the world 
so the plot should be forgiven. 
Anyway, Bonk’s girlfriend had 
been kidnapped by an evil 
dinosaur and our hero felt it his 
duty to rescue her - if not for love 
‘then because she was a princess; 
the first princess on Earth! 

ides, the GB Kid was itching 


all and sundry. Fuel 
flavoured kebabs to aid bi 
bravado, Bonk headed out te fu 
dream.Thus, what follows is a 
no-holds-barred, nutting extravag 

There are five levels of prehistoric p 
formery to perambulate in Bonk’s first 
Gameboy adventure and it’s your job to help 
him rescue his dawn-of-time damsel-in-dis- 
tress. Are you game? Then prepare for a 
bout of primeval pitfalling. 


[ } $9) SELECT BUTTON: No function 


START BUTTON: Storts and 
pauses the game 


‘How To Play 


| BONK YOUR WAY TO SUCCESS 


The name GB Kid is derived from the fitle PC Kid 
which was given to the PC Engines home-grown 
answer to Mario and Sega's Alex Kidd, The char- 
‘acter wos renamed os Bonk in America and it 
was they who were responsible for coining the 
phrase "bonk your way to success!” The first 
game was so popular that a sequel has recently 
been released including more features, better 
gomeplay and even funnier graphics, but 
whether this eventually makes it to the Gameboy 
remains to be seen. 


Amore detailed explanation of GB Kid's talent: 


might be in order here. He has the ability to d 


patch any foe with a swift knock of his bonce, or a 
few swift bonks as the case may be. Furthermore, 
he is capable of banging away at anything above 
head with one easy jump. Whilst in the air 
pressing the action button flips GB Kid over so 
thot he lands on his head, whilst pressing it again 
ensures he lands on his feet. It’s also possible for 
Bonk to flip repeatedly using this method 
i high and long enough, thus enabling mul- 
tiple hits on larger opponents. 


LONG-TERM INTEREST 


‘Most of the problem lies 
in the absence of trouble- 


game into something big 
because of my high 
‘expectations yet how can 1 
justify something so sim- 
ple, despite its charm? 
Gumph. 


NINTENDO 


rere nen : Saiak ‘A EA E; 
THE GLADIOLI 
BONUS KID 
Pick up one of the prehistoric 

flowers which are scattered 
throughout the game and Bonk 
is whisked away to a secret 
stage containing bonus points 
aplenty. The first such stage 
requires our lad to scale o i e 
huge wall within a strict time- joing to sper BE a a neve loninicn 
limit. Others include a bonus- that lo scree let the side down. 

grabbing spree across a series | 


acrobatic skills as he attempts 

to perform as many mid: 

flips as possible before landing 

on his feet. is throw, goo chores hat oe onimt- 
: dwt st. 


Funky mesic end bone-cuthing sound 
les. 


This cart is ocho feugh that Ws ebways 
roth 2 


9. 
However this rendition ofthe game i 10 
spl that even ocoveman could finish 


G8 Kid i playable to the extrme. 
The game iso simple i's insulting. 


Where would o comic hero be without the secret 

Vital ingredient to transform him from your every- 

day Joe Soap into a mighty super-being? Six feet 

under, probably. Popeye has spinach to thank for 

his powers, and I'm sure that you are all well | | 

aware of what a banana does for Eric Wimp (AKA alate _— she i Oe 
Bananaman). Bonk, the GB Kid, however, bites ‘as the original if only it had been 
on a chili-soaked donner asa tonic. A mouthful made tougher. As it stands, the 
of this works wonders and sends Bonk into a furi- i Jasting appeal is about as dead 
ous rage. Red-faced and rampant, he is invinci- ‘as a Dodo. 

ble for a brief period and the power of his head 

is enough to cause a minor earthquake when he 


butts the ground. 
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meSieus 
BART VS. THe 
JUSGERBAUTS 


At only £8.99 
impsons on video, the hilarious 
‘The Simpsons Christmas Special” and spine- 
Chilling “Treehouse Of Horror,” are now available 


to buy from all good video stockists. Awesome 
news dudes! 


GAME 


| PRICE:€59.99 
BY:NINTENDO 


| RELEASE 
TBA 


CONTROL 
JOYPAD/MOUSE 
GAME DIFFICULTY 
N/A 
CONTINUES 
N/A 
SKILL LEVELS 
N/A 
|) RESPONSIVENESS 
)) JOYPAD - OKAY/MOUSE - 
a) 

1ST DAY SCORE 
) COMPLETE ONE PICTURE 
| ORIGIN 

An art and music package 
| designed to fool parents into 
| 


thinking the Super NES is an 
educational tool ond not just a 
games machine. 
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at would the wacky artist who cut off his 

ar after painting some sunflowers make 
of Mario Paint? Would he, perchance, herald 
it as the greatest ever advance towards the 
marriage of technology and fine art? Or 
would he just turn it off and bung Super 
Aleste into his Super NES for a quick blast? 
Well, actually he wouldn't make anything of it 
at all, because like most great artists he is, in 
fact, quite dead... 

Still, Mario Paint offers mere mortals a 
doorway into the world of art without having 
to pop your clogs or impair your hearing to 
get results, Not only this, but it also allows you 
to join the ranks of Beethoven, Tchaikovsky 
and Minogue by composing your own score to 
enhance the full atmosphere and pathos of 
your greatest works. And, as if that wasn’t 
enough, Mario Paint also provides the oppor- 
tunity for you to rub shoulders with Walt 
Disney or Warner Bros thanks to the inclusion 
of an animation package! 

If armchair artistry appeals to you in any 
way, or if perhaps you're Stock, Aitken or 
Waterman and you're looking for a new tool 
‘on which to make your new ‘popular’ records 
because your Atari ST has broken down, take 
a good look at the review on these pag: 


Messing about with the food fil option and the ross-hatching mokes 
for some interesting patterns. 


SCREEN TEST MALARKEY AHOY 


PAINT YER WAGON 


you have chosen your colour, it’s time to decide 
how to apply it. There are three thicknesses of 
pen for standard work and an airbrush for 
groovy stipple effects. Colouring large or small 
areas is simplicity itself thanks to the ‘fill’ option 
which automatically fills whatever space you 
click on. If you wish to draw a perfect straight 
line, circle or geometric shape but don't trust 
your freehand mouse skills, fear not. There is 
also a geometric line tracer to draw lines, circles 
or polygons of any thickness you please. Finally, 
there is the stamp. This takes a small square 
block of the colour or design of your choice and 
stamps it onto your picture. This allows you to 
place single bikes, trees, Marios or whatever in 
the frame rather than painting a whole rack of 
them. Now, if you fancy naming your piece, sim- 
ply move to the text selector and write what you 
want in either English or Japanese! 


This screen allows the user to alter the 
mouse’ responsiveness. 


ee REVIEW 


OS 


mo 


fale lst luly} 


| How To Control Move 
MARIO sr 


mouse around the screen, 
drawing whatever you so 
wish - simple, really. 


Using the mouse to 
position the cursor, 
the left button is 
used fo select the 
many icons, whilst 
the right button 
cycles through the 
‘Onc he picture hos been completed the fut option allows youtocap- ff | package's menus. 


INSECT-OR MORSE 


tion it. 
[em 


HowTo Play Mario 
Paint is 0 

very simple-to-use paint 

and music package, which 

invites the user to create, 

animote and add sound to 

whotever image they 

wish. A diversion is added 

with the addition of an 

excellent Fly Swatting 

The f-snttng sub-gome in alits gory Could inbe a picure of oolourul Europe game 
chy or|usta mer? 
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REVIEW 


DIY BLEEPY RAVE TOSH 


‘organ noises to acne: Pigs, | 

dogs and even Gome Boys! Each = Hour DAY WEEK MONTH 
sound has an icon representing ‘ x z 

it, and to program your tune 

simply select the desired icon 

and place it on the sheet. The 

Super NES plays back the note 

you have just placed to make 

sure you've got the right sound. 

The package handles chords of 

up to three notes, so you can 

have a number of instruments 

going at once. Ifyou're not sure A The main music selection screen. From here, 

what to do, though, simply have every aspect of a une is available for manipulo- 

a look at the three examples ton and tering 

already programed - demon- ‘The spoy options proves portcuorly when 


strated by Mario bouncing on 
the notes as the music pla adding shading to pictures. 


I's fun for a whi ‘Mario paint is fun for Mario Paint has 
TAZ Bite tinned paint- ANDY drawing dross like RAD Wao options, but 
ing tools mean all the above and the it's no good for draw- 
your drawings look very childish! Great music option is a laugh, but its appeal _ing anything with any fine detail. Worth 
for kids, but at 260 gimme SF2! is too short lived for the asking price. _it if you're after the mouse though. 


—ae 


i=} i 
es es ee Oe — 
PAUL ‘think Mario Pan's SEY Whilst Mario Paint is GUS "thought Mario Paint 


a smart laugh, even fun to pick up and was a laugh for a 


limited in many mess around with, it's very short time, but 
respects. Still, there is enough to keep _lasting appeal is highly dubious. True _none of it's elements is thorough 
most fun-loving people happy forages —_ enough it’s a good laugh, but for sixty enough to be of any real use. For the 


- and the mouse is great! quid | expect a lot more. money it's not really much cop. 
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‘As with the music selection ser, from this screen the animation con 


be similarly toiled ond messed around wit. No overcompicted menus 
he, thonkully 


If you can’t be bothered drawing your own stuff, 
there's a mini colouring book available. There ore 
four pre-drawn outlines. Use the tools of your 
choice and add pigment fo the proceedings, or use 
_ them as a backgrounds for further Tony Hart-style 
s{hanky-panky. Yawn! 


HOW TO MAKE GARY'S 


HEAD EXPLODE 


STHP 2: .. it wos hen time to produ 
the explosion of brn and blood. Liitng 
duly 


STEP 3s text, Rod odded music to his 
epic. A dischordant piece, which emphasised 
the pain Gary would experince - ond the 
laughs ofthe NMS crew ot his expenso! 


Sa 
™ 
pay 
‘map 


STEP 4: Voila! Asa screaming dirge 
plays in the background, Gary's head 
explodes in a vision of red ond orange 
Incidentally, if you ore interes 
ing one of Rods pices of modern or 
yout private collection, contac him vio 


in purchas 


PRESENTATION 


AA he options are eal lld out for fast 
cand fd use «super stuf 


Seving Yokes bit oolong. 


GRAPHICS 


“A.Ws posible todo some great stl andthe 
‘non-eer-detined grophic re fop-noth. 


‘Fine detail is nigh-on impossible, 
‘SOUND 
A The in-cart tunes are pretty good end you 


con chwoys wie yout cw. 
United samples which you con't fiddle with 


"puavapiury 


A Ws 60571010 nd very ebrorbing. 


‘Once youve explored el the option i loses 
seme ofits oppel end interest. 


“asmapiurt 


4 The only limits your imagination, os they 
soy. 


You can only sove one pidre et time. 


“OVERALL 


‘fun and enjoyable paint pack- 
age that comes with an excellent 
mouse. The problem is that its 
novelty wears off fairly quickly 
cand it’s very expensive. 
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T": skills of the professio 1 footballer are manifold. The 
ability to have an awful haircut; the ability to attract trouble 
nightclubs and the knack of making a tap to the shin look 
ike an open fracture of the tibia. Added to this is the require- 
ment of turning up once a week to kick a ball about for ninety 


for it, 
orted lock, stock and 1 
’ te Se Bi i" origir A ae etl many 
options nte 
aspect tie aa niche ivesbla eed the field itt is possi- 
prerel of feotball,Incing, 


the 
festwood and 


JOYPAD 


Go0D 


BEAT LEVEL THREE 


Super Kick Off is a conversion of 
‘Anco’s classic football game 
which has graced virtually every 
computer and console known to 
man, 
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later use. A vast field of Europea 


squads are also yours to select. So withvall that, it’s 


apparently a whole new ball game. 


As you only see a portion of the pitch at any one 
time, Super Kick Off has a scanner feature. This 
isplays the positions of players on the pitch as 
well as the ball and the current player in posses- 
sion. The scanner. takes the form of a miniature 
wire-frame pitch in fe top er, ene! comes 


I'm really sorry if you were 
waiting to hear me say 
‘Super Kick Off is the fan- 
tastic conversion we had all 
been waiting for, because it 
isn’t anything of the sort. It 
seems the curse of the con- 
sole soccer game lives on, 
and I can’t for the life of me 
think why. Graphically (and 
sonically), as you can see, 
Super Kick Off is surprisingly basic and fails 
to use the Super NES’s advanced capabili- 
ties to produce outstanding animation. The 
sound is also pretty naff. These are cosmet- 
ic quibbles, though, and the disappoint- 
ments of the game run deeper than that. 
The feel of football hasn‘t been realistically 
translated - passing is imprecise and the 
player selection by the computer is frustrat- 
ingly erratic. Another annoyance is the 
tackling, which more often than not results 
in foul - and you're forced to sit there while 
a trainer comes on and and shakes his 
head. Nice first time, but after the tenth 
time I was screaming with frustration. So 
despite the lovely options and touches 
which make Super Kick Off the most com- 
prehensive | ‘console soccer game yet seen, 
it’s still only jock-about, and not the 
Messiah of football. 


your team and save it fo 
in ‘and International 


Let nation come unto nation and kick o leather 
bladder about. The full gamut of International play 
is incorporated into Super Kick Off, with 16 foreign 
squads to choose from. If you don't fancy travelling 
abroad, there are league match formats. The 
league is made up of eight teams, the computer 
calculates the results for teams you'don’t control. 
The whole tournament is held over 14 weeks, 
which is a home and away match for everyone. 


Toke your pid rom the many international sides avelobe. 


spam 


nance 


maces 


erterun 


Because you have only one player at your disposal. atany one time 
(the closest to the ball), the tacticsiof the rest of the team should be 
determined beforehand, The tactics screen is for that very purpose. A 
mini-pitch allows you to view the player's formations for ‘set-pieces’ 
like kick-off, corner kicks and throw-ins. The boxes along the bottom 
are for switching formations, which include old favourites such as 4= 


Before the match Begins the fom is dis 
played llowing you to change their positions 
and totes where necessory 


3-3 or 5-3-2. 


Strips have always aroused football controversy. Traditional colours, 
round or v-neck, it's decisions, decisions. And anyone who remem- 
bers the ice-blue and maroon ‘concoction’ of Aston Villa in the early 
eighties knows the disasters bad kit design may lead to. However, the 
full range of choices are ovoilable in this game for producing fashion 
effrontery. 


Would-be 
Tondra Rhodes are 
offered the chance to 
design their own kits 
= gros combinations 
canbe yours 


The player 
eorest the boll flls 
under your control 


Occasionally your shots from 25 
yards, or those pitched delicately 
‘over the goalie’s arms are just 
too good to let go. In that event, 
simply select the reploy option 
offered after every goal and you 
can see your magic shots reliv- 
ed. Alternatively, save them to 
‘one of five positions for viewing 
‘again when you have a few 
mates round. 


The goalies prove extremely intligant, ond 
ting the bol past them proves vival impos- 
sible- resting in oods of goolmouth scrambles. 


‘Wsthere! Running from tele, England 
slor «goo pst Satland’s hopeless goolkeeper. 


{ts options central! With feotures gore. 


The joypad's directional controls move - and there's no real surprises here - the 


players in the eight possible dribbling directions. In addition, when taking a 
croner, the pad is used to judge the angle of the kick 


7 


"How To Control 


Its hands on goois time! os the opposi- 
tin ine up to form 0 dette wal 


s ) START: PAUSE/REPLAY 
SELECT: NO FUNCTION 


Football has a simple enough objective: place a ball in your opponent's goal and 
stop him from doing the same to you 


How To Play 
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EMPLOYING YOUR TACKLE 


The joypad controls serve multiple functions, 
depending on whether you possess the ball or 
not. When you are without the ball, the joypad 
buttons make your player attempt to intercept 
the ball with either a header (if it’s in the air) or 
a tackle. A blocking tackle is made to stop an 
opponent head-on. A sliding tackle comes from 
any direction and aims to take the ball from 
under the opponent's feet. Both these are 
declared fouls if your intention is merely to do a 
bit of ‘hacking’, though: 


POSSESSION 


When you are in possession of the ball, the B 
button shoots the ball in the direction you're 
running. For possing, use A, as this traps the ball 
before passing it in the direction the joypad is 
pressed. The X and Y buttons work like A and B, 
but chip the ball in the air, passing it over the 
heads of the other team. 


AFTERTOUCH 


Basically, aftertouch allows you to bend the path 
of the ball after you kick it. The way to achieve 
this feat is by changing the joypad direction 
immediately after pressing the button. Learning 
the timing of aftertouch is the key to becoming a 
Kick Off pro. 


A The 


red ond yellow cords at unruly and dirty players, 


r-vigilant Refs presen Yo wave his 


A Toking « free kick offers the perfect oppor- 


‘unity to prot chipping and swerving the ball 


A. Passing isn't advised during midfield play - 
welly it upfield, instood! 


computer 
games 
arrives in 
what 
should 
have been 
its ul 
mate 
form, and the result is 
disappointment. In its 
original form, Kick Off 
relied on its playability 
rather than its aesthetics, 
and converting this to the 
considerably more power- 
ful Super NES should 
have been a doddle. 
Obviously not. For all its 
features and options, 
Super Kick off is lacking 
in the all-important 
gameplay stakes. Passing 
isn’t very accurate and 
such features as after- 
touch and chips are still 
there, but in such a hit- 
and-miss way that they 
are all but wasted. As 
football sims go, this is 
far from realistic. Had 
the playability of the orig- 
inal 16-bit computer ver- 
sions it would have been 
a classic, but as it stands 
it’s simply adequate. Roll 
on Sensible Soccer... 


AA From this starting sre, every aspect ofthe game is ovoilable for a 
loring fromthe length ofthe match tothe fstures. lt even determines who 
Wins the tos 
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Stoning! Well fo wall options. Highlights 
Inclode two dllront Wwo-player modes and 
stot edo, 


GRAPHICS 


Not spectacular by any moons. Adequate, 
nothing more. 


os) 


Tho crowd somples are very eutheni. 
‘Most ofthe game is played in silence, and 
the tle moses gross. 


LASTABILITY 


The computer opponents are challenging 
‘nd the eogvet offer 0 focus for lasting poy. 
Some may ire quickly of cnothe soccer 

gome tht doesn't spake. 


PLAYABILITY 


ing o two-player bosh offers the chal- 


OVERALL 


A superbly presented, but flawed 
soccer game which has failed to 
capture the thrills and spills of its 
16-bit forebear. 


= 


d 


WIN 8 
WIN Super Ninte 
0839 36 39 19 


KICKOFF 0839 36 39 2: 


; SPIDERMAN 0839 36 39 2¢ 

0839 56 39 25 ea ROBOCOP 0839 36 39 27 
ee BILL & TED'S 
EXCELLENT 

WI N AM EBOY ADVENTURE 0839 36 39 2% 


FORMULA 1 RACE 0839 36 39 2: 


ACCESSORIES eroneR oer 0839 36 39 3( 


TERMINATOR 2 0839 36 39 3: 
G CHOPLIFTER2 0839 36 39 3: 
AME BAG DR MARIO 0839 36 39 3: 


WORLD CUP 0839 36 39 3 


CALL CI lls cost 36p/min cheap rate and 48p/min all other times. Make sure you ask your parents’ permission before you call. Maximum 
18, Maximum call cost £2.40. Multiplo Choice Competition, for further information and jist of previous prize winners writa to. 
Awesome PO Box 1650 B1 1AA. 


Nintendo 3 Nintendo, Nintendo Entertainment System, Mario Bros are all registered trademarks. We are not relatad to or endorsed by these companies 


RELEASE 

FEBRUARY 

CONTROL 

JOYPAD 

GAME DIFFICULTY 
AVERAGE 

CONTINUES 
PASSWORD SYSTEM 
SKILL LEVELS 

ONE 
RESPONSIVENESS 
GOOD 

1ST DAY SCORE 
COMPLETE FIRST MISSION 
ORIGIN 

A massive hit on the PC, Wing 
Commander is a space combat 
game that draws most of its 
inspiration from David Braben 
ond lan Bell's Elite. 
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the story so far: by the 27th century the war 

between Earth and the feline Kilrathi had 
reached a critical point. As the two colonies 
spread through the galaxy in search of plan- 
ets for colonisation, much inter-galactic tread- 
ing of toes soon sparked into war, and battle 
lines were drawn between key planets, includ- 
ing the all-important Vega system. 

‘As a new recruit to the Vega system's 
Space Corp the player embarks on a series of 
missions through Kilrathi territory, and these 
involve running the gauntlet of Kilrathi ships 
ina series of 3D space scenes - and engaging 
in battle where necessary. As your experience 
grows, the missions get progressively more 
daring with the ultimate aim being to put the 
mockers on the Kilrathi’s quest for ultimate 
power - after all, the galaxy was never meant 
to be ruled by creatures with fishy breath, was 

it? 


ything a budding Buck 
ould want is available 
he cockpit of their ship. 
Here’s the Haines Manual’s 
guide to what's what in a Wing 
Commander's vessel 


1 WEAPONS INFO: Details 
what armaments the player's 
ship is holding, ond its general 


status. 


2 SHIELD INDICATOR: 
Represents each of the four 
shiolds which protect the front, 
back and sides of the ships. As 
the player concedes hits, these 
are reduced slightly and when 
all four have been fully depleted 


(ops, Whenever the player comes cropper, 
they get o decent send-ffif nothing else 


How To Control Whilst on the space station, the pad is used to guide the cursor from location to 
location. However, when in space, the joypad’s controls are used to pilot the 


ship. 


FIRE MISSILE 


FIRE CANNONS 


ie 


SUMMON MAP 


ENGAGE THRUSTERS 


[= ee 


s ‘START: PAUSE 
SELECT: NO FUNCTION 


How To Play With two pilots to assist, the basic aim of Wing Commander is to engage the 
Kilrathi enemy in battle and secure a series of battle zones, The player's ship with- 


stands a number of hits, but only one li 
of the last mission thanks to @ password system. 


is given - although it is possible to continue from the stort 


3 LASER POWMR: Although 
s an infinite supply of 
laser fire available, the gun: 
tend to overheat when used 
g their 
effectiveness. During battle it 
is wise to take time off to 
before return: 


4 SPEEDO: Keeps a track on 


acceleration - the avera, 


5 TRACKING DEVICE: Allows 
the player to plot a course to the 
ne (using an on- 
screen cross-hair as a secondary 
marker), and also keeps track of 
the position of attacking Kilrathi 
ships di 


19 battle. 


6 FUEL GAUGE: Keep an eye 
‘on this as too much use of the 
thrusters guzzles fuel rapidly. 


7 SHIP’S COMPUTE! 
Virtually every other piece of 
info you'll ever need is dis- 


played here, including messages 


from your two companions, the 
distance to the next checkpoint 
and info on the Kilrathi fleets 


Hing on osteoid ests in instant death 
ep moving tol imes. 


speed is 200KPH 


The original aim with Wing Commander was to 
produce an ‘interactive movie’ 
game which combined both stunning graphics and 
gomeplay whilst adding animated sequences when 
detailing, say, the mission brief 

ing. Each mission opens 

your Group Leader detailing the 
plans for the forthcoming batt. 
Using maps, he points out the 
main objectives set and warns of 
‘ny major dangers. From here, 
the screen switches to one show- 
ing the eager pilots hot-footing it 
fo their ship before completing 
prelaunch checks and eventually 
lounching into space. In addition, 
successful missions show the pilot 
returning to a hero's welcome or, 
# they are killed in action, 
feneral scene marks their failure. 


Aiilieeeeee! Whenever too many hits ore 
conceded, or if on osteoid is he ship, you ae 


treated fo the spoedocular death of your charac 


ter os heis blown to smithereens, 


‘Dive Mage! squadron had first patrol. You 
Killer Dees have the sext shift. 


J want the rookies te My es wingleaders. 
‘You vets heup an eye on the kids out there. 


E STATIONS 


With two buddies flanking the player's s! 
engaging the Kilrathi is where the real fun begins. 
Whilst travelling to a check point, reports appear 
regarding the proximity of the enemy ships. 
However, each pilot has been warned not to open 
fire, but as soon as the spacebound Cats let 
time to reduce them to intergalactic kitty litter. 
ship is armed with a pulse laser and three missiles, 
ond these ore replenished whenever the ployer 
returns to base, From intelligence reports, it has 
been noted that Kilrathi fighters may withstand up 
to seven laser hits or 1.4 missile strikes. Similarly, 
the player's ship is protected by a shield system, 
ond these are whittled away by constant hits - or 
direct contact with one of the mony asteroids litter- 
ing the system. The Kilrathi attack in squads of 
three or four, and progress may only resume when 
they have been eradicated. 
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REVIEW 


All good pilots should spend time 


in the space station's bar, as it 
gives them pera anli up 
handy hints on the Kirath' 

8 from the ol 
ae ae there, It also 


fot or ond ‘an exit to the 
Using an icon to pon 

across the bar, text messages 

appear at the bottom of | ie 


screen when it touches someone 
‘or something of interest. Simply. 


king on the beleaeeta 
feature, vain the baeeal lea 
ing off to the mission briefings. 


COMMENT 
ae 
i Whilst the general idea of 
adding cartoon-style ani- 
mation to something like 
4 Elite brings visions of inter- 
4 \é__ acting with dozens of alien 
a species and superb dog- 
es; fighting space battles, in 
@™ reality Wing Commander 
-: offers a lot less. Granted, 
STEVE the intermission screens 
are very impressive, but 
after a while they prove tedious and its 
time to get to grips with killing the Kilrathi 
- and that’s where the problems start. 
Exploring unchartered space is all well and 
good provided there’s enough to keep the 
player interested, but wave after wave of 
battle and asteroid sequences just prove 
dull and take the edge off the main objec- 
tives. What's more, the missions are too 
linear, with the same things thrown at the 
player in slightly varying order and this 
means there's no chance of a little moon- 
lighting or aggravating the Kilrathi fleets. 1 
can appreciate that there are technical 
limitations as to just how much the Super 
NES could handle, and that the dream of 
an interactive Elite is probably pie in the 
sky, but Wing Commander tries to bridge 
such a gap and falls hopelessly short. As 
far as ‘interactive movies’ go, this is most 
definitely the cartoon before the main fea- 
ture. 


The prob- 
tem with 
cartoon- 
style inter- 
mission 
elvesuecise 


- is that 
Sy @™ they're 
~. great to 
JAZ 


watch but 
get really 
tedious. Let’s face it, play- 
ing games is all about 
action, not watching pretty 
graphics. The other thing 
is that they take up lots of 
RAM that would be better 
used with more exciting 
graphics, extra missions 
and more variety. And to 
be honest, Wing 
Commander could have 


done with some of that. 


The basic idea behind the 


game is sound - the prob- 


lem is that it’s not varied 


enough. The combat 


sequences are limited and 


samey and the jerky 3D 


graphics don’t convey 


fi 


“ial 
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much feeling of speed or 
excitement. Wing, 


Commander might be 


okay for a PC, but console 
‘owners want more that 
just a simple 3D blaster 
with lots of presentation 
frills. 


Mindscape st ou tote mori slo 
mosphere, end they ertily ceeded. 

ven 0, though its fotuate the enna 
tions may be bypassed as they soon prove dll 


The intermission screens ore impressive, but 
sill soem to resemble NES graphic. 
© The in-game grophics er surprisingly ds- 
‘ppelatng. The sprites lack definition andthe 
‘pte is jerky and annoying. 


“SOUND 


Dogging so fo enough psig. 


| bet prolonged ply proves to be extremely 
repetitive and ultimately dll 


= LASTABILITY 


tay compton fers et 


esthere seems tobe mene 


explore 
bet in fo, the minions oe ol very see 


"OVERALL 


Wing Commander strives to be 
the first Super NES ‘interactive 
movie’ but it ultimately fails 
because there’s too much 
emphasis on the presentation 
aand not enough on its gameplay. 


35 ea 2th Sah Hh 3h) 


Sn the beginning 
there was Void 
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PRICE:TBA 
BY:STORM 


RELEASE 

TBA 

CONTROL 

1 OR 2JOYPADS 
GAME DIFFICULTY 
MEDIUM 
CONTINUES 

1 


SKILL LEVELS 
1 


RESPONSIVENESS 
Good 

1ST DAY SCORE 

160,000 

ORIGIN 

Rodland was originally a Jaleco 


Coin-op which was released in 
1990. 


A! is not well in the land of Rod. 
indeed, how can it be when a mother 
is separated from her children? Such is 
the fate of poor orphans Rit and Tam, 
whose mother has recently disappeared. 
But chin up! It’s not all that bad, She’s not 
dead or anything as terminal as that - 
she’s just being held captive at the top of 
Maboot's Tower. 

The task now in hand for the two 
delinquents is to rescue Mater by staging 
a daring raid on her prison. The way to 
this secure holding place is fraught with 
danger. It means travelling through some 
of the worst areas of Rod - areas where 
monsters roam freely. Eeek! 

How lucky then, that Mom taught her 
little ones in the ways of Rod Magic, which 
they now use fo knock seven colours out 
of such monsters. The vast majority of the 
monsters are easily destroyed by a rod- 
bashing, but they are just the capitalist 
lackeys of Maboot, and larger guardians 
prove more of a problem, 


COMMENT 


1 only ever played the 
original coin-op once at an 
arcade show a couple of 
years ago, but enjoyed the 
experience. This NES con- 
version hasn't the cute 
graphics and neat sound 
of the arcade machine, but 
it does have the same 
gameplay - which is both a 
good and bad thing. Good, 
because it’s easy to get into and provides 
plenty of fun in the short-term, but bad 
because the rather repetitive nature of the 
gameplay means it gets dull after a while. 
My main gripe is the rather uneven diffi 
culty level which has you whizzing through 
screens and screens with ease but then 
getting stuck on the rather tough bosses. 
Other than that, Rodland is a simple, but 
fun game which should appeal to those 
who love Bubble Bobble, Rainbow Islands 
and other games of that ilk. 


99 ROD BALLOONS 


Drifting around the backdrops of Rod are 
some gaily coloured balloons. Rit and Tam, 
being pint-sized, climb onto the ascendant 
‘objects and use them as transport. But the 
two kids have found an alternative use for 

their balloons... By using the rods magic they 
puncture the gaseous spheres and send them 
catapulting around the screen, knocking their 
enemies asunder. 


LADDER LOWDOWN 


Both Tam and Rit carry building site ladders 
cround in their pockets. This anti-social habit 
has caused them anatomical problems in the 
past, but now it is proving fiendishly useful. 
Banish those platform-reaching problems by 
pulling the builder's utility out your pocket and 
climb, climb, climb. This amazing way of going 
up or down is accessed by moving the joypad 
up or down and pressing B. The ladder remains 
in one place until you lay another. 


SHOW US YOUR WEAPON! 


The rod is not the only weapon you have to 
wave in front of your adversaries, oh no. 
Sometimes when enemies die they are care- 
less and leave behind a token. If you are 
smart enough to touch it, its power is 
unleashed. Here are the many mystic icons: 


BOMB 

The bomb explodes with a fierce blast. 
Luckily Rit and Tom are immune, but no 
such protection aids the scumbags. 


MISSILE 

The SS-20 of Rodland is a fully guidable 
missile that takes out any creatures it 
meets. When touche ss in the oppo- 
site direction. Jump on it to send it sky- 
words. 


DYNABLAST 

Sticks of dynamite. Ignite them and a dou- 
ble blast spreads out in both horizontal 
directions, clearing that level. 


‘A Rodland action FOUR-SHOT 
‘A devastating full-screen weapon which 
fires bouncing shots in every direction. 


Move your selected player 
in the customary fashion 
with the Joypad. Jumping and Rod wielding 


Negara If Barnes Wallace lived in Rod he would 
courtesy of the A and B buttons. 


have designed this weapon that bounces 
along the platforms in search of victims. 


B ) ire/create tavver 


| G SELECT: NO FUNCTION 
G ‘START: PAUSE 


Guide Rit or Tam around the 
platform levels using magic 
on the enemies and collect the bonuse 


WHERE HAVE ALL THE 
FLOWERS GONE? 


Rescuing your mother is a taxing task, 
but that doesn’t mean you can’t stop 
to pick the pretty flowers which punc- 
tuate the platform landscape. It could, 
in fact, be to your advantage, because 
picking the flowers of Rod leads to the 
Extra Game. When all the flowers are 
collected, the remaining monsters are 
mutated into parsnip-like fiends. Kill 
these with the Star Magic and they 
leave a letter. Collect these letters to 
spell ‘EXTRA’ along the bottom of the 
screen, and the fairy monarch of Rod 
twinkles down from heaven and gives 
you an extra life. 


What sort of creature 
abducts a mother? Six 
crocodiles and a giant 
whale, thot's what, Yes, 
you can expect the weird- 
est end-of-level guardians 
in the wacky land of Rod. 
The crocodiles vomit little 
blue mice who run along 
the screen's three levels of 
scaffolding. A good blast of 


Gus 


ROD, PAIN 
AND DEATH 


The main method of 
denizen dispatch is the 
twins’ Rod Magic. Pressing 
the B button activates 
their magic rods, grabbing 
‘any nearby monster and 
stunning him. To complete 
the process keep pressing 
the button, and the unfor- 
tunate creature will be 
bashed about on his head 
until he expires, leaving 
nothing but a bonus fruit 
or a handy weapon. This 
works on all but the 
largest foes. 


WHERE HAVE ALL THE FLOWERS GONE? 


Rescuing your mother is a toxing task, but that doesn't mean you can't 
stop to pick the pretty flowers which punctuate the platform landscape. It 
could, in fact, be to your advantage, because picking the flowers of Rod 
leads to the Extra Game. When all the flowers are collected, the remain- 
ing monsters are mutated into parsnip-like fiends. Kill these with the Star 
Magic and they leave a letter, Collect these letters to spell ‘EXTRA’ along 
the bottom of the screen, and the fairy monarch of Rod twinkles down 
from heaven and gives you an extra life. 


Having never 
played the coin-op, 
I came fresh to 
Rodland on the 

, NES. The gameplay 
is fun and the 
graphics, although 
sparse, are 
appealing. There is 
quite a lot of 
amusement to be 
gleaned from 


oF? 


i= commenT 


rod magic deals with each 
in turn, but watch out for 
their twinkling eyes of 
doom. The whale is o 
much tougher customer. 
He has some green grem- 
lin minions who chase after 
you. Then Moby makes on 
appearance, spurting dan- 
ger a-plenty. Shoot Moby’s 


eye to see him off. 
= 
i= 
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Rodland - it’s very much part of 
the arcade platform genre: a 
Parasol Stars/Wani Wani 
World/Bomb Jack-type affair 
which is quite addictive and simple 
to get into. I have to confess that 
the sameness of the action got to 
me after a while. | also felt the 
easiness of some of the levels was 
ill-balanced by, the toughness of 
some of the bosses, the Whale in 
particular. That aside, Rodland is 
a fair enough romp. 


SENTATION 


© plethora ol fy inconsequent 
rented ino novel way, Plus two-pl 
model 


GRAPHICS 


“Geary detined graphics over, wth espe 
lly ico bosses. 


The sprites ar a bit smal 


SOUND 


‘Loads of nice ltl cutesy tones which ut the 
ome perfect 


LASTABILITY 


Completing 80 level takes long while 


The sprites may change, but he gameplay 
remains the some oll he way through 


PLAYABILITY e 


‘Am instnt laugh, especially wth to 
player. 


The rongeof sls required ise it ited. 


“OVERALL 


‘Acompetent arcade game which 
provides plenty of challenge if 
you enjoy the rather repetitive 
action. 


then there was 


GAMES ASTER 


AV V2 | > SEGA MEGADRIVE 


WIN A SEGA 
MEGADRIVE PLUS 
£200 WORTH 

OF GAMES!!! CALL 
0839 99 44 60 


ee 
» =z 
= 


CALL 0839 99 44 62 Cer 


Call Charges: Calls are charged at 36p per min cheap rate and 48p per min all other times. Make sure you ask your parents’ permission before you call. Maximum call 
cost £2.40, maximum call length § mins, Multiple choice competition. For further information & list of previous prize winners write to Awesome PO Box 1050 B1 1A 
Nintendo, Mario Brothers, Gameboy, Super Nintendo, Sega, Sega Megadrive are all registered trademarks of their respective companies. We are not related to or 
endorsed by them, 


end NOW... 


~i 


4 Nintendo] 


MAGAZINE SYSTEM 


Welcome to THE official Nintendo charts. Covering the Super NES, NES and 
Game Boy, this is the only place to find out who's buying what in the UK... 


STREET 
FIGHTER | 
i 


SUPER = 

|| PROBOTECTOR 
<efh | 
ZELDA 3 [es | 


SUPER 
ADVENTURE 
ISLAND 

ADDAMS FAMILY 


LEMMINGS — 
SUPER SOCCER 
« 


BATMAN z# 


HOME 
ALONE 


HOOK 


WWF 
TINY TOONS ADVENTURE 


FINAL FIGHT 


ADDAMS FAMILY 


BUGS BUNNY : 
DUCK TALES EE | 


UN SQUADRON 


F-ZERO ...... »|f 


NINTENDO 


Ocean's rather drab 


reworking of the tn 
playable Super NES MEG:1 


platformer surprises us. @ GAME TYPE: PLATFORM 
all by making it to the 

Number One spot. Although the basic Mario-style 
action of the Super NES version has been retained, 
NES Addams is a lacklustre platformer which, for 
some reason, uses a flip-screen layout for its many 
stages. As far as presentation goes, this is more than 
adequate fare, but it just proves incredibly difficult to 
shake off the ‘seen it all before’ feeling which is 
apporent throughout. 


SUPER MARIO BROS 3 


Still regarded asthe best do. Drawing many ideas BY: NINTENDO 
NES platform epic to date- from the Super NES’ Mario 

ond rightfully so. This time World, there are dozens of 

around, Mario's adventures bonuses and goodies to col- 

span a larger, less linear lect within this stunning plat- FORM 


area, with loads to see and form extravaganza. 


RESCUE RANGERS 


Chip'n‘Dale ore the titular ‘their ladyfriend, all monner 
Rescue Rangers who are on _ of obstacles await your 
‘a mission to rescue Gadget attention. Extremely 


@ BY: CAPCOM. 
@ PRICE:£29.99 
@ MEG:1 


from Fat Cat's lair, Thus, _ployable, this is one of the 
with a series of scrolling lev- best cartoon licences to e inal Baur 
els between our heroes and date. 
WWF (o Hulk Hogan and Co amble 

across the screen for a @ BY:ACCLAIM 
Oh dear, oh deary me! This _ series of repetitive grap- @ PRICE:£29.99 
isthe perfect example ofa pling sessions - it’s like a @ MEG:1 
fcance selling a game no, smell nightclub at closing @ GAME TYPE: 
matter how bad itis. Watch time, with everyone out for BEAT '—EM UP 


5 the indistinct figures of a quick snog. Very poor. 


TRACK'N FIELD 


Hoorah! The good old-fash- _wristed as you make your 
ioned sports sim makes on-screen Linford Christie 
return in this conversion of leg it, but skill is also |EG:1 

an old coin-op fave. There’s brought into play during the @ GAME TYPE: 
loads of pad hammering throwing events. Well worth SPORTS SIM 
which will leave you limp- a. look. 


TINY TOONS ADVENTURE 


HOOK 
THE FLINTSTONES => 


MAGIC KINGDOM 
TURTLES..-.-——-—<s~S~;ZCS;73zU 


— 
OFFICIAL SPONSOR 


Get your hends on the 
computers, hand-helds, com 
games related shenaniy 
simulators, go-karting, s 
football and bar-fly. 


§ tra 


On the mega-spectacular centre stage oil rig, the 
GamesMaster will preside over celebrity challenges, golden 
Joy stick competitions ond give tips from the consoletation 
zone. Meet the GamesM star Dominik Diamon 


erin the flesh. 


Put your free tokens to good 
use in the mega-arcade on all be 
the | coin-ops. Use your 
ID pass to key into the high 


NOLG Ge JDL 


D( JMARIC | 


To get your no doubt already sweating paws on a ticket for this jaw-solyvatin 


in consoles, 

me nad all sorts of 
scluding flight 
g cars, Ameri A 
Haleabe Gamesmaster Live! 
big name celebrities 


pop, sport and train 


the top companies. (iim 
Will be packed with & 
from the worlds of 


re spotting ( well probably not this last one!), Once you've bought 
your ticket all the features are absolutely FREE so 


gains in the retail area. 


Now is your chance to play Quasar, the live 


| action laser game, Enter the Virgin Quasar, 
dome, Zap the headquarters and you will 
go through to the *head to head® challenge 


with lots of exciting prizes for GamesMaster Club members will get a specially priced 


U.L.P. entry ticket, so don't forget to have your 


the winners, membership number at hand when you phone the hotline, 
Fo = 
L7°4TH, STH, © 6TH DECEMBER 1992! s. 
- ans lores s, 
| See what all the tl “Ss 
ane * 7 
fuss is about on the linked DR “seats ft. 8. N 
: 
machines! Blow the cack out ¢ vy 
S 1 Pon Om 4b 
of @ friend or complete H Day Time Tel. No. Evening Tel.No. 


Stranger. Please send me [i] tickels at £6.00encn, 


For 4th Sth th (please tickpreferred date), Alternative dete 
J enclose a cheque\ Postel order for £___Cheques payable to NEC Limited (GemesMaste 
Please charge my Visa\Aetess\ American Ewpress\ Diners Club 


|Add LT TA) tapiry tote >» 2 


SHymature 6 et GamesMaster Club Membership No. 


Please enclose a stamped address envelope, Post to GamesMaster Li 
GIAMINGHAM. B40 INT, For credit card bookings, call the NEC How Office on 0 


you have not received your tickets within 21 days of application, please ci 
fice, Cut Off date for postal applications, 20th November 1992, Discount available for 
GamesMaster Clud members, see newsletter for details 


be Greece they hod ‘one for’ Love. 

y also had one who dabbled in the Arts, 
who had a'brother who was one and whose © 
daily job was driving the Sun’s chariot across 

~ the sky. And there was even one who was 

worshipped by hordes of screaming; naked 
women who would rip a man to shreds on 
sight. They were, of course, Gods. 

‘The Greeks were well into Gods, presum- 
ably because the Gods lived virtually next 
door on the snow-capped Mount Olympus. 
Idyllic as the Gods’ life may seem, though, 
being holy and worshipped all day soon 
~ became boring, and they had to find sport to 

1p themselves amused. In the quest for 
» mate entertainment (bearing in mind this is _ 
before they invented You Bet!), the Gods took 
turns to devise a game. Hephaestus, the 
armourer, liked eeethig to do with wrought 
iron and chain mail, whereas Diana liked 

_ causing plagues and then curing everyone 

with one rub of her magic tiara. 


© When it was Hera’s turn she liked 9 — 
salreren the browey Heresies aieaatinnie PREERREEREE 
"and lelting everyone else try,fo kill him with - = 


assorted monsters. It’s violent nature made it 
‘an instant favourite. In order to please who- | 
ever was playing, Heracles was usually 
dumped in a demon-infested city, 
escape before the Gods ally annoyed 
and killed him off any Healso knew he 
had to please Hera ing ona } 
__ show, so he would go hell for leather through 
the many-levelled city, slaughtering 
_ thing in sight. In return the Queen Gods 
would cast down the odd magical article and — 
~smile approvingly down from Olympus. a4 
after all these years, the game has. = a 
jee allowing would be deities to pore im © lia door cannot be opened with by a switch, @ key Is required. 
home. ‘ 


RELEASE - 
JANUARY 


CONTROL 
JOYPAD 


GAME DIFFICULTY 
HARD 


CONTINUES 
NONE 


SKILL LEVELS 
1 


RESPONSIVENESS 
$0-50 


1ST DAY SCORE 


Gods was an original Deity plat- 
form-fest for the Amiga, pro- 
grammed by ‘cult’ coders, the 
Bitmap Brothers. _ _ - _ 
4 Extra goodies for Haracles' _. Whenever our hero picks . Anumber of the switches 
mission appear as icons up an object, they are added _are booby-trapped and 


throughout the game. to an inventory bar at the unleash even more creatures. 
x bottom of the screen. 


= o- 


KEY OF THE DOOR 


Keys play a large part in Gods, as there are dozens 
of doors to open along the way. To open a locked 
door, Heracles collects keys (and indeed other 
objects) by kneeling beside them and pressing fire, 
‘A green box appears in the info strip at the bottom 
of the screen, and if am object is near fo Heracles it 
moves to the green box,and is added to our beefy 
hero's inventory. When the joypad is released the 
‘object in the green box is dropped, so if you want 


Heracles armaments are constantly torhold on to an object or key simply move the 
gush imate ede green box along one space. The smaller keys often 
aot ‘open chests and trapdoors. Chests are well worth 
seed opening, as they contain tons of valuable booty. 


; Trapdoors open up new areas to exploration, but 
DOWNTOWN be careful: Heracles Gonnot survivellong fale 
Even for a bloke as large os 

Heracles, life in the city is tough. 


DIAMONDS ARE... 
FOREVER 


Strange jewels have been dropped around the:City 
although most have only a cash value, denoted in 
the bottom-right corner. However, on entering a 
shop these may be swapped for more powerful" 
weapons and useful objects. Additionally, other 
gems have powers of teleportation and whisk 
Heracles away to a distant spot in the same level. 
"Another grants Heracles the power of giant jumps, 
which far exceed his normal weedy leaps. 


Ladders or platforms link the upper 
areas of thee ha -f, The joypad is used to actually pilot the plane across the dangerous 3D land- 


flome-breathing statues of scapes. The usual eight directions come into play when banking the plane and 


ing assailants who wait for when altering its current altitude - or avoiding obstacles. 


NO FUNCTION 


FIRE WEAPON NO FUNCTION 


‘START: PAUSE 


Bro FUNCTION S |) setect:no FUNCTION 
Hits from the enemy cost How To Play Gods is a multi-level platform adventure which takes place within four zones of an 
Heracles valuable energy, ancient city. Each zone is split into three worlds, filled with enemy creatures. 
which is replenished at a Weapons are found (and bought) to destroy such creatures and their rather large masters. 


later stage via special icons. 


z = = > = = .~ a = 3 "Sh oT NINTENDO: 


HELP AT HAND. .. FIREPOWER: - 


, 
Dotted round the levelatare smalllblecks Witt Tomoko his tosk easier better Weaponry Beconves 
question marks on them, which are the game's available toiHeracles in later levels, Each weapon * 
4 7 equivalent of a Tourist Information Office (except. has a ‘power rating’ which indicates how much 
you don’t have to queue). Touching these prompts damage it ifliets, but their effectiveness is bol 
- ©" useful clue which appears at the bottom of the by the nasties getting tougher, too, Up fo 


screen. 


ee weapons may be held ationce and are 

thrown in formation. Different throwing formations — 
are also picked up as icons, or purchased in the 

shop. Here are a selection of weapon types: 
KNIFE ’ 

Heracle’s initial weapon. Weak but fast, the knifeis 
a only useful temporarily... 


“ 
MACE 
Abit mare comp hon the knife, but maces fly a 


little more slowly. 


FIREBALL. 3 
_ Much more powerful than knives or maces, fireballs 
“fall in 0 wide, curving arc. 

SPEAR _ # a 


Extremely fost, and fairly strong, Speors are adefi- 


SHOPPERS | 
PARADISE 


At the end of each level yet another icon appears. 
This summons the local shopkeeper, who reveals 
his emporium. Once in, Heracles is invited to trade 
cll his hard-earned gems for a variety of attractive 
purchases. How about a shiny speor for a meagre 
17,500 credits? Other buys, worth.considering are. 
Gn invulnerability shield, or a smart bomb which 


nite addition to anyone's Christmas li 
AXES # 
Bleugh! These are so heavy they bounce along 
ground slowly, and are too slow to be useful. 


* wipes out oll on-screen enemies. These aré'pricey, Avoid. 
but inexpensive products like crusty bread and - ; 
scrumptious apples heal Heracle's gaping sores 
before he returns to a stage. é . FORMATIONS 5 
STANDARD 


This formation throws out three weapons in a cov- 
ering spread. The upper weapon reaches most ene- 
mies hovering above Heracles. 


INTENSE a 


The three weapons are concentrated into @ narrow 
formation to deal with heavy forward attacks.” 


. : 
wi . Ri 

[-a5775] pe m: ; 
Here, the formation widens to throw weapons over 


} 


Welcome to the shop. All, ‘a broader area. 
‘await our hero here. - i 
_— — 


- 


BaBOCOU 
QOOUCOU0 


the kingdom, but geting out again is 
‘another story. 


é| 


there are a number of objects on 
coffer, Heracles must make « choice as to 
which he caries with him. This adds a, 

slight puzzle element to the game, and 
colten involves returing fo this area at © 
later date, 


COMMENT 


The Super NES version of 
Gods is a game I was really 
looking forward to, and in 
the event I'm mostly 
4, pleased. What does puzzle 

= me is the slight inferiority 

of the graphics to both the 
srlc§.%_ Amiga and Megadrive ver- 
~ sions in terms of clarity and 

GUS Zeiisition. the other frus- 
tration - which has been 


faithfully converted from the other 
machines - is the silly object collection sys- 
tem. The inability to fire when ducking is 
unforgivable in a game of this speed and 


difficulty, and simply not necessary with 
the six buttons available on the Super 
NES‘s joypad. Those gripes aside, | man- 
aged to enjoy myself a lot with Gods. The 
action is the fastest of all versions, the 
game is pretty ‘aggressive’ to play. The 
wide range of extra weapons and potions 
should please those who love the thrill of 
the power-up, and it’s also nice to see puz- 
zle elements given a significant part in the 
game, and these add variety to what may 
otherwise have been a shallow platform 
blaster. Gods does show its Amiga-based 
roots, and is neither as involved as Mario 
or a lavish as Castlevania, but it adds a 
new type of platform action to the Super 
NES’ repertoire. 


PUZZLE TRAIL 


dsiisn’njust. mythological massGcre, and there 
are some cerebral These consists of 
| little teasers which yield bonuses. At first they are 
simple affairs which involve arranging switches, but 
toughen up as progress is made - for 
instance, the problem of an inaccessible key is 
solved by employing the attributes of the enemy. 


COMMENT 


Having played the 
Megadrive version already, 
I'm quite surprised to find 
that the graphics in this 


Sy version aren‘t so good. 
a] a3 ~ Still, is a faster game and 
the sound effects are much 
~ better. The big gripe | have 
SN <2. is with the rather cumber- 


some control method - you 
can’t fire and duck, climb- 
ing ladders is very fiddly and precise, you 
can't go straight from looking up to a jump. 
and also the object collection system is 
really awkward. This is all rather stupid 
when you consider that there are four but- 
tons on the joypad which aren’t used. That 
aside, Gods is an involved and tricky plat- 
form game which has plenty of action and 
some decent, if occasionally obscure puz- 
zles. It’s challenging and the gameplay is 
nicely balanced to keep you playing. There 
are better platform games available on 
Super NES, but if you're after something 
with more original features than most, this 
is well worth taking a look at. 


BReseurarion 


nice (bo short ito onde high-uslul 
option. 
‘Sat option and note patel lovsh 
Irontend, 


“+ Good main sprite and clearly. detined ions. 
‘A sonpisingly blocky ond db foo othe 
backdrops. 


So 


Pia vtech wet re, nd pt 


| jt ton smo 


_ 


The high speed ation ad involved gome= 
ly sipping. 

The sly contol method means oxasionl 
Inacoracy and frstation. 


ABILITY 


&2long level of good sold ection - andthe 
od srpise. 
in gomepley, 


There ore no great cho 
{ust inceosng dic. 


VERALL 


| ‘Acompetent, speedy conversion 
of a fine computer platform 
‘gome, Gods is visually appealing 
and tough to beat. 


BOY, 


So many Game Boy games have been released recently that we simply 
haven’? Been able to cover them all, so rather than just ignore them, 
we've decided to get Steve “my rear’s been given the all-clear” Merrett 
to play “em all and bring you this comprehen: 


INFOGRAMES first hit the arcades! Basically, 
£24.99 the eponymous caped hero 
RELEASE: JANUARY flies around a series of 


screensjclearingthemot 
bombs ond avoiding the 
inevitable baddies who are 
‘Sut for his blood: the marr 
problem with Bomb Jagk is 
thatwhere is 0 litle 11 The 
basic bomb ClleGiofaeah tine 
1s FOR ifthe sHeHe etm, But 
soon gets tiresome - and the 
five backdrops upon which 
the action is set against also 
prove extremely tedious. 
“AlihOUBh, this repetition is is 
odmittedivia, fault of the 
nging coin-op, there is no 
\way feould justify recom- 
mending Bomibdack as it is 
just too simple, 


Bomb Jack makes his Game 
Boy debut eight years affer he 


UBI SOFT Best, anthos one@fihie few 
PRESENTATION 64% © c24.99 GameiBoy bea?ém ups 
‘GRAPHICS: 63% RELEASE: JANUARY Around, iF certainly had 
SOUND 54% @ potential to wipe the floor 
PRAYABIEITY §=73% =— ® 4 conversion of LOriciellS With its competition. 
BASTABIEITY = 51% = ®@ highly-regarded Amigabeat However, it has to be said 


68% 


that the graphical problems 
aren't the game’s disappoint- 
ment. The opposing fighters 


© ‘em up, Panzer Kick Boxing, 
© Best Of The Best has lost a 
© great degbip its transition to. 


| © theGéime Bay's monochr 


matic screensAdmittedly, it is 
@ on admirable effort which 

Somishow manages to cram 
Igifrall the training and fighting 
features which made the 
Amiga original somuchiiun 
to play, but whefigss thet 


lack real challange and prove 
to be all too gtsy to beat 
This, wie addegito the 
af@tementioned aesthetic 
mins points) KO's what 
could have atherwise been an 
fexcellen), conversi@n, 


| © Amiga showcasesigil the Ret PRESENTATION 83% 
| © essary animation, HieiGome GRAPHICS 79% 

© Boy version’s sprites Ieok SOUND 54% 
‘}@iindistinct and muggy. This @o™) | PRAYABILITY 66% 
]@ rea! pity as there issaligranh LASTABILITY 63% 
Ue deal of contents Bast of The: OVERALL 68% 


panes | ae \ FT 4 


is also piscisairusioy to 


Su Bl game 
world, Robin Hood is decep- 


tively largeand the a: se rn 
object-rela 
of which it 


for doors) are easy to he 
Control is equally good, with 
Robin searching each screen 
for clues and goodie A 
there is even a. 

‘action where 

gleaned fri 


SO 


meet on the way. It would 
have been so easy for 


have jaken 
ome 
Ps 


PRESENTATION 79% 


Amore violent 
American Football, 
|@ aim of Speedball II is to score 


=1@ more goals than your oppo- 


whatever violent 
feel necessary. 
jads of punch- 
Gnd shoving 
e occasional long 
ot as you attempt to sor 
how bundle the ball 
Lt ‘opponent's ‘keeper. 
@ is fine in theo! 
|® er the Game Bo 
}@ to keep up with 
paced action, it fa 
bly, reducing the a 
ites to nothing 


makes accurate passing 
extremely difficult - and bear- 
i integral to 
major 
ginal may 


orang v2 7, 
4-8 PUBGERNA 


The main trouble with Bart Vs 
The Juggernauts is that it is 
initially too hard to get into. 
The first events have to be 
completed before the others 
are wheeled on, and the 
score that Bart has been set 
to reach proves frustrating to 
attain. This is a real pity, as 
the first two events are by no 
means the best of the bunch, 
and whilst they are still fun to 
attempt, it isn’t until Bart gets 
to beat up a Juggernaut with 
‘an over-sized cotton bud that 
things start to hot up. Not a 
bad game, but too hard for 
its own good and by no 


e 
stem to make this 
possible. Dr Franken is nice to 
look at and fun to play. The 
pleasant blend of platform 
lay- adventure with the usual plat- 
form type aspect work well 
less addictive qualities. Be together and is pieced 
@ warned, however, that the together nicely with great 
game is so incredibly huge graphics and pleasant tunes. 
that it really is advisable to Don't misssit 
make maps as you go along. 
Otherwise the sheer size of 
© Franken’s task may be to 
'®@ overbearing and spoil 
}@ enjoyment. Than 


oi Sa |@ though, Elite 
Diss BS, eaess We i 


can't fly! You only 
e to watch Speedy 


The zany world of Looney 

Tunes explodes onto the 

Game Boy with a variety of 

different game styles, During 

the course of the game, Daffy 

Duck takes a dip in the sea 

and, armed with a frisbee, 

battles against Yosemite Sam 

before coming beak-to-fin GRAPHICS 

with a giant angler fish. In SOUND 

addition, Tweety-Pie is chased PLAYABILITY 91% 

down an alley by Sylvester LASTABI 

the Cat and Porky the Pig OVERALL 
akes to the skies in a shoot- 


(Nintendo) 


ENTERTAINMENT 
s/¥/STEm™ 


& 
8 


- 5 
G Get ready for some finger-searing action 
as BUB and BOB blast their way onto your computer screen. Use four kinds of elements - 
Fire, Water, Lightning and Star - to overcome wave upon wave of nasties bent on ending your 
quest to rid the universe of the evil mastermind Chaostikahn! Whether you play alone or with J 


POPE { ET ET AL) ) NN) 


a friend, stay alert!... Your only hope of reaching the final showdown is to unlock the secret 
of PARASOL STARS™! 


OCEAN SOFTWARE LIMITED 
‘2 CASTLE STREET . CASTLEFIELD 
MANCHESTER . M3 4LZ 
TELEPHONE: 061 832 6633 
FAX: 061 834 0650 


© THT. CORPORATION Nintendo ond Nintendo Ertertoineent 


Sjstem ore trademarks of Nintendo 


% 
j 
; 


Tesaese Re 15965 


®5 FELIK G@ 12 TMF ono 


cartoon scrapheap, unable to even land a bit 

part in a Mr Magoo short. In addition, the one 
crack at a return Felix was given resulted in a 
dire feature-length cartoon which flopped dis- 
mally. 

As if this wasn't bad enough, a mad scien- 
tist, enraged at paying three quid to see 
Felix’s so-called comeback, has kidnapped the 
fading star’s girlfriend. Thus, the monochro- 
matic moggie enters a world of untold danger 
armed with just the aforementioned bag and 
whatever he collects along the way - and they 
say a dog's life is bad... 


NINTENDO 


grants the feline with an extra life. However, hid- 
7 den behind certain heads are even greater 
caer bonuses. Hearts bump Felix’s magic level up a 
34 Fime 336 level, whilst milk bottles appear in threes and 
are worth 500 points each. They also replenish 
his ever-decreasing magic bar should it start to. 


‘A Felix cofily manages to avoid the swomp with the ue of his rst bo: Para 


TBA 


loon power-up. 


JOYPAD Prapcdlse dtd 


EASY 


GREAT 


LEVEL TWO - ONE HEART - 
TOP HAT. 


300,000 


LEVEL ONE - NO HEARTS - 
UMBRELLA. 

LEVEL THREE - TWO HEARTS - 

SCOOTER. 


A platform game based on the 
wacky adventures of the ancient 
{and recently-resurrected) car- 
toon star Felix the Cat (ex-pal of 
Betty Boop). 

LEVEL TWO - ONE HEART - 
LEVEL ONE - NO HEARTS - BAELOONZTHE 
ERLX: LEVEL FOUR - THREE HEARTS - 7 


So" FELIX @ 


| LOVABLE GUY YOU'VE EVER MET... 


A Lorge green dt ‘A Run, run you foo. ‘A What hideous hor ‘A Felix the cat odion 
feline friend will encounter mid? Ne 
aves through the swomp. 


la, ond comes with an unlimited — LEVEL TWO - ONE HEART - WATER SURFACE LEVELS 


supply of deadly frisbees! TURTLE. Fearsome Felix mounts LEVEL ONE - NO HEARTS - 

a turtle on collecting his first DINGHY. A meagre inflatable 
LEVEL THREE - TWO HEARTS - heart, using its unique bubble- —_ dinghy and the ever-present 
BIPLANE. Stealing what appears _ blowing copabilities to kill any boxing glove is Felix’s initial 
to be Snoopy’s Sopwith Camel, ‘oncoming nasties. defence against the terrors of 
Felix takes to the air - armed the ocean. 


with a rather deadly cannon, 
LEVEL TWO - ONE HEART - 
DOLPHIN. A friendly fire- 
breathing Dolphin is our hero’s A Much bathysphere-related hijinks ore the 
transport with a mere one 
heart under his belt 


order ofthe day inthis wacky water wonder 
world 


LEVEL THREE - TWO HEARTS - 
BATHYSPHERE. In his spherical 


UNDERWATER LEVELS underwater transport with 
LEVEL ONE - NO HEARTS - mounted rocket launcher, Felix is 
SCUBA KIT, Felix dusts off his truly a threat to the sub-sea 

‘old boxing glove once more as menace. 


he dons his Scuba gear. ‘A If Mary Poppins con do it so con Felix 


99 NINTENDO 


I NEVER 
KNEW THERE 
WAS SO 
MUCH IN IT 


‘A. When inside the magic bog, Felix os the chance 1 
collecting os many icons 0 possible 


For the most part, Felix is 

controlled in a simple left 

right, up/down manner in 
the platform sections off the game. Felix also 
ducks when the D-pad is pressed down 
There are times, however, where Felix relies 
on other modes of transport, such as a sub 
marine, to gad about the place. On such 
occasions the D-pad is used fo fly the craft 
around the screen to avoid missi 


| BO sume 


WEAPON 


| Bey FIRES FELIX CURRENT 


| 
S| SELECT BUTTON: Nothing 


| 
6 START BUTTON: Pause. | 


Guide Felix through the nine 

levels of platform action 
using whatever weapon he is holding to kill 
the baddies and end-of-level bosses. 


A Top-hat fons are infor a treat when they play 
Felix the cat, Hurrah! 


Felix is one of the most 
exciting cartoon characters 
ever and his debut on the 
video game scene reflects 
his image very well, giving 
him the chance to excel at 
an extensive amount of 
activities. Each level is full 
of charming attention to 
detail (just watch the way 


ing his magic spells and the way his arms 
flail when riding a dolphin to see what I 
mean). Granted, Hudson Soft have come 
up with another platform game, but it’s 
been done so imaginatively this is easily 
forgiven - Felix even rivals the antics of 
the Mario Brothers in terms of variation 
and smoothness. It’s therefore depressing 
to find that such excitement doesn’t last 
long because, as Rad says, Felix’s rescue 
attempt isn’t the most gruelling of tasks 
our hero has ever faced. There may be 
nine levels to cope with but, frankly, you 
could take an ink rubber to Felix’ 

and he’d still be able to rescue 
friend within a day. This is a real disap- 
pointment because Felix is such a cool 
character and the game should have been 
an essential buy. Felix may be just the 
thing for younger players but, as for the 
rest of us, I'm afraid Felix gets scratched 
off the list! 


ermatively, ovoid 
your life dficu 


Although Felix The Cat is 
yet another in a long line 
of NES platform games, it’s 
still surprisingly good. The 
graphics aren't bad at all, 
capturing Felix in all his 
black and white glory, but 
more thought could have 
been put into.the design of 


quite a lot to do, and the addition of the 
different magical transports and various 
settings add a new dimension to what 
would otherwise be pretty stale stuff. 
However, just when it seems like Felix 
could be well worth buying, a big glaring 
defect rears its ugly head. Sadly, Felix the 
Cat is one of the easiest NES games ever. 
Even Hoof Boy could complete this in one 
sitting with few problems. That said, how- 
ever, Felix is obviously aimed at the 
younger end of the market (such is the 
appeal of the character), and younger 
players would probably think this is great 
= for a short time, anyway. 


Felix laughs when perform- 


his enemies. The gameplay 
is rather smart, too. There’s 


o0ds of animated interisions une the 
story ast happens. 

There's no options and the in-game presen- 
ation is venting 


The Fel spies js lik his eoxtoon coun 
‘expat ond both the animation and bock- 
rownds are geet, 

Felis 


eneet oe unimaginative and ten 


Boon, right tnes and wacky crtoon-type 
tte bound. 

| Sechiiatng coer tones grate oer o 

| wile 


— 


auto conte fst moving, wth oad to 
da, Thee’ glenty ol vata and even «dash 
sf gina! 


7 


The jopey fon-fctor ond voiey mean youl 
‘probably come back 10 his every 0 alten ance 


ing t wont ake log as t's 


Tl 


| Ahighly-polished ond very 
playable game which is spoiled 
Ave too ridiculously low difficul- 
ty level - a pity as it could quite 
easily be the ultimate in NES 
platformers. 


ae 


OUT NOW 


GAMEBOY 


MEDIUM 


INFINITE 


TWO (ONE'S A SECRET!) 


EXCELLENT 
239590 


Kirby is the brainchild of 
Shigeru Miyamoto. If his name 
sounds familiar it’s because he's 
the very man responsible for 
Mario. Judging by the success of 
the latter, Kirby's future looks 
very bright. 


NINTENDO 


De Land - only ¢ few kind 

oughts away - is where the 
Dream Landers play all day and 
work all night, using maglc stars 
to create pleasant dreams for 
children the world over 
However, in a dark castle on top 
of a wind-swept Mountain, the 
evil King Dedede orders hi 
tainted army to steal the all- 
important stars from the Dream 
Landers - which means death for 
the Dream Landers, and ensures 
eternal nightmares for all kids 
Only little Kirby, a brave young 
Dream Lander, can stop this evil 
plan. Using his magical suction 
powers to kill ony assailants and 
to protect himself from the 
King’s minions, five platform- 
based stages stand between 

y and a showdown 

with the evil Monarch. 
However, the King has 
evil plans prepared for 
our heroic windbag. 


Whilst I’m not quite ready 
to devote the rest of my life 
to Kirby as Paul seems to 
be, I still rate it as one of 
the best Game Boy plat- 
formers. That said, as 
seems to be the norm with 
most games of this genre, it 
suffers from being a little 
too easy. Granted, there is 
a ‘Hard’ level which is in 
itself a real challenge, but the urge to see 
everything Dream Land has to offer 
proves irresistible and it is my guess that 
most people will play it through using the 
easiest level. | don’t want to sound too 
damning, though, as there is more to rec- 
‘ommend in Kirby than there is criticise. 
Graphically it is excellent, with loads of 
worlds and varied backdrops and sprites. 
In addition, the actual ‘suck and spit” 
gameplay is equally good, and control- 
ling Kirby is a doddle - essential in this 
sort of game. In all, Kirby’s Dream Land 
is a top-quality effort and is most certain- 
ly worthy of consideration. 


What an endearing little choracter Kirby is. 
So wonderful, in fact, that everyone here ot 

NMS has fallen head-over-heels in love 

with him and his magical powers. He is surely 
the cutest character ever to find his way onto the 
Game Boy. Nobody seems to know exactly what 
Kirby is, perhaps the only thing you could liken 
him to is 0 tiny wind-bag on legs! His popularity 
isn't solely down to his cute appearance, though, 
as Kirby’s game designers have evolved a highly 
original character who owes almost nothing to 
any other platforming star. Instead of bouncing 
his enemies to death with his bottom - a la Mario 
et al - he sucks them up like @ vacuum cleaner 
and spits them out in the form of scum-smashing 
stars. Kirby’s other talents consist of inflating 
himself, which enables him to fly and dive-bomb 
his foes from a great height. 


GREEN GREENS 
Kirby's mission begins in the Green Greens. The 
picturesque, rural surroundings are not as peaceful 
as they seem though. Fierce Birds, monkeys, pixies 
‘ond bears patrol the oreo, This level is guarded by BUBBLY CLOUDS 

@ giant, apple-dropping tree, Eek! The threat of a terminal nightmare threatens 
Dream Land in the Bubbly Clouds surrounding 
King Dedede’s castle. Imps circle our hero and 
plume-tossing helmets do their worst but still our 


Kirby soldiers on. Kracko the storm cloud guardian 


CASTLE LOLO 


Castle Lololo is the residence of the Lalala-Lololo 
twins, but before he encounters them Kirby is 
bewitched by an entire superstore of horrors and is 
no. Da for the faint-hearted. 


YY See how 
Kirby descends 
upon the 

secret passage 
and rises to 
get his 1-up 


A Kirby readies himself as King Dedede prepares 
to beat him around the ring a bitlll 


By pushing UP Kirby 
inholes, inflates and is then 


able to fly until he exhales again. Guide Kirby 
by pushing the pad LEFTand RIGHT. Kirby 
also crouches by pushing DOWN on the pad. 
Pushing DOWN makes Kirby swallow ony 


FLOAT ISLANDS enemy he’s holding in his mouth. 


Dream Landers hoping for a relaxing holiday in the 
Float Islands this year are in for a nasty surprise. 
The palm trees are loaded with threatening 
coconuts, the waters are bubbling with psycho fish. 
At the end of this stage Kirby does battle with a 
balloon-mounted cannon. 


W) Mokes Kirby jump. 


© Kirby inhales his enemies or 
exhales anything in his mouth 


Use Kirby's inhaling powers 

fo fight through the five plat- 
form levels of the evil-infested Dream Land 
‘ond win back the sparkling stars by finishing 
off the evil King Dedede. 


that have 
5 plagued 

OE the Game 
Boy in recent months 
Kirby comes along with 
such style that I just can’t 
stand it! Each time I play Y 
Kirby's Dream Land | Y [ 
have to go and have a lit- , 
tle aioe a ae 
Everything aboor ie trees and obo of pln. 
smacks of absolute fun SBR trons osc ord wt 
‘and, above all, quality. To Ibe damned If we! tolling you what the secet 
start at the beginning, the g by replac- ‘a Hat 
presentation is flawless. fi 
‘and every aspect of the 
graphics and sound is the 


Erenthing you could wis or. Amsing 


best the Game Boy offers. 

But, oh, the gameplay! ninco nd bel sites 
The mastermind behind ¥ (| jasarapat enero 
this game must surely be Hiya totes ‘ oo 


a genius who will stop at 

nothing to have an entire 

nation gripped by his 

games. If all of this ram- ‘ : 

bling oppears over-the- : M 

top, mindless nonsense 9 that King 

then I challenge you to | Sp laoremtenegt 
play this game yourself i Fesripc cop yor tccscynsop 
and think again. Kirby is ‘ . _ ecappecheealaataed 
the new King of the Gai 5th ‘an neve get id ol ‘em! 

Boy and I shall defend his 4 

authority until the day 1 

die: KIRBY! KIRBY! 

KIRBY!.. 


The finest funkiest melodies ever heard 


questi lily sroghtlonward there io secret 
second quest tht i flippin’ rock hor 


Amating The sigh stronge concopt of 
Kicby’s contol re instantly absorbed and eat- 
iy enjoyed othe ul. 


A It’s curtains for Kracko's kid 


brother as Kirby conquers alll 


The best platform-based title for 
the Game Boy. If anyone wants 
to start up @ Kirby fan-club then 
sign us up as honorary mem- 
bers... 


LONG-TERM INTEREST 


A Mind the umbrella toting 
monkeys, Marlon! 


PT |NINTENDO 


[— 
WIN WIN WIN 
NO TIE BREAKER NO DRAW 


TOP SCORE WINS! 
win £500 


TOPSCORE WIN WORLD 
CHAMPIONSHIP 


WRESTLING TICKETS 
WEEKLY TO SPEND WEEKLY 
IN THE GAMESTORE > CALL: 0891 600 196 
OF YOUR CHOICE ee eae 
[> caLL: 0891 600 195 WIN 
— aa THE TOP 5 
WIN COMPUTER 
GAMES WEEKLY 
SUPER NINTENDO 
PLUS SUPERSCOPE > CALL: 0891 600 198 
LL 
STREETFIGHTER IL 
WEEKLY nsteut ULM stan 
> CALL: 0891 600 197 A LIMITED EDITION 


SWATCH MOUNTAIN 
BIKE WORTH £650! 


wh Ap Xe SF > -cal: 0891 600 03 
ALSO JUST DIAL... 


KARAOKE Eee 0891 600 065 tb < <q 
PPPr>> ” 
HIT COLLECTION 0851 G00 587 | <q 4 4 


> D> ener 0691 600 207 


0651 600 553 
ddd 
os id It 


991600 032 


> >! WIN AHANDY BOY montnly 


CONTROL 


LICENSED BY 


SLOW MOTION: Two s| 
speeds and a normal sp 
Slow speed lets you master 
the game before you 
tackle it in 

earnest. 


AUTO FIRE: Any or all of six 
buttons (A, B, X, ¥, L, and R) 
can be set on Auto Fire, 
destroying those fearsome 
enemies before they can do 
any damage. 


RAPID FIRE: One press of 
the button and your gun 
bursts into 24 shots per 
second - Some fire power! 
A seal of quality product. 


Imagineer 


@ MR NUTZ (SNES) 

@ TERMINATOR (SNES) 
@ SYLVANA (SNES) 

@ STAR WARS (SNES) 
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se Mancunian 
ir Nuts, a plat- 
p bushy-tailed 


Nuts at the 
ich of which is 
Mr Nuts is a 
the tradition of 
io. However, in 
jumping 
his large tail to 
stand between 
Bis derived from 


SBBing nuts at the 


in case you were 


A Sweep, Sweep you fal 


BOSSING ABOUT 


In the version of Nuts we saw, there was a rather 
smart boss sequence where our kernel-lobbing 
hero comes face to face with a massive ogre. As 
the giant sweeps the screen with his massive 
hand, Nuts should avoid contact with it whilst 
simultaneously trying to leap on the bald baddie’s 
head. Success in doing so results in a spectacular 
death which sees the giant's eyes roll out of his 
head, his tongue fall out, and eventually his 
demise - o complete contrast to the otherwise 
cute nature of the game! 


Mind the giant floating scary eyeballs from the beorded man Marlon. 


58 
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SUPER NINTENDO 


Call Charges: Calls ae charged at 36p per min cheap rate and 48p per min all ther times. Make sure you ask your parents 
permission before you call. Maximum call cost £2.40, maximum call length 5 mins. Multiple choice competition, For further 
information & list of previous prize winners write to Awesome PO Box 1650 Bi 1AA 

Nintendo, Mario Brothers, Gameboy, Super Nintendo, Sega, Sega Megadrive are all registered trademarks of their respective 
Carnpanices We are not elated to or eidraed by thom 


yvalian from JVC is a kind of 

cross between Irem’s Dragon 
Breed coin-op and Jaleco’s Saint 
Dragon. Set within a series of 
labyrinthian complexes, the play- 
er guides a long, fire-breathing 
dragon past an army of flak- 
spewing aliens - and ultimately 
towards a confrontation with a 
larger guardian, Adding a twist 
to the plot, though, is the drag- 


@ PRICE: TBA 
@ BY: JVC 

@ PLAYERS 
@ MEGS: 2 


on’s tail which has snake- 
like properties and is used to 
protect it from enemy fire. 
However, with every succes- 
sive hit, its colour changes to 
red and, if this happens too 
often, a flashing sign is dis- 
played warning you that the 
dragon is about to explode. 
As the Dragon winds its 
way through the many cav- 


erns, more and more aliens make 
an appearance and protecting the 
scaly beast becomes much harder - 
although there is also a tutorial 
mode which eases you into such 
problems, making the game con- 
siderably easier in the long run. 
Details regarding the game's sce- 
nario and the number of levels 
have yet to be set, but expect all 
such details in NMS soon, 


‘Mind the five blue bolls of desolation, Marlon! 


Chasing the dogo. 


vy 


AM HA ih | 


ss 
| tis 


@ PRICE: TBA 

@ BY: MINDSCAPE 
@ PLAYERS :1 

@ MEGS: 4 


sok to James Cameron’s 
iim The Terminator, the future 
doesn’t exactly seem like a bundle 
of laughs. Controlled by a master 
computer called Skynet, robots have 
taken control of the Earth having 
wiped out the human populace in a 
massive nuclear onslaught. 
However, one person can help 
mankind avoid this fate - you. 
‘Adopting the persona of the 
film’s hero, Kyle Reece, a series of 
Terminator-infested levels stand 
before you in your attempt to save 
the world. Following the film’s plot 
almost scene by scene, Kyle begins 
his quest in the future where he 
tackles the machines single-hand- 
edly and attempts to warp back to 
1984; the time zone inhabited by 
Sarah Connor - the woman destined 
to give birth to the man who eventu- 
ally defeats Skynet. Thinking along 
the same lines, Skynet sends a 
Terminator back to beat you to 
Sarah. All the film's famous scenes 
have been recreated - the police 
station shoot-out, the coach chase, 
and the final conflict within the 
pressing plant - and digitised inter- 
ludes also keep you posted of 
Sarah's whereabouts. Expect a full 
review in a forthcoming issue of 
NINTENDO MAGAZINE SYSTEM. 


gy 


B) «(gle Reese and Sorah 

J Connor run for cover 
from the pursuing tr- 
minator. Yipes! 


PVVVVVVVVVNN) | 


ng hordes of Splatter Punks run rio 


re full of da 


} OCEAN SOFTWARE LIMITED 

| 2 CASTLE STREET . CASTLEFIELD 
MANCHESTER . M3 4LZ 

TELEPHONE: 061 832 6633 

FAX: 061 834 0650, 


js one of the most famous) 
and to celebrate its 1 
JVC have areset sare) 
-of-the-film for the Su| 
And) @ game it is! Followi 
of Luke’s momentous quest froi 
farm boy to saviour of t 
and destroyer of the 
powerful weapon in the entire Universe. 
Super Star Wars explores and realises all the 
potential of the,blockbusting movie. 
Featuring astounding music (the best we've 
heard on Super NES), marvellous graphics 
and a variety of different play styles, Super” 
Star Wars is goingitolbe massive when it’s 
released in March. If yor fae waitto 
see it, never mind. fi 
arvator yoUtS drool over. 


level of the 


wig 
eases 


NINTENDG 


decides to find this mysterious 


character, who just happens tom je 


@ PRICE: TBA 
@ BY: JVC 


ie Te cl 
— 


tackles the tractor DgEOR yes ‘sai 
phiem. 


you can’) 
STRIKE ME 
MORE Pont 
POSSIBLY 


fonts is hardly 


Yet another 

scrolling plat- 

former, which this 

time sees Bugs on 

his way fo a party in honour of his 50th 

birthday. However, instead of arriving in 

9 chauffeur-driven bathchair, Bugs has to 

traverse several jerkily-scrolling stages 

using the platforms and other backdrop 

features to get past tricky areos. Bugs’ 

rite meals - ie carrots - act as 

bonuses for any daring bunny to collect, 

and these add a little challenge to an 

otherwise insipid game. All manner of 

Bugs-related characters make cameo 

‘Oppearances, but the all-too-familiar 
gameplay and 
dodgy scrolling 
should soon 
have you say- 
ing ‘that's all 
folks. 


cruelly left 

him ot a 
Stalag-style 
holiday comp 
whilst they 
escape for some 


peace and quiet, PRESENTATION 80% 
Not wanting to GRAPHICS 84% 
spend the rest of SOUND 73% 
his vacation in this PLAYABILITY = 87% 


hell-hole, Bort LASTABILITY 74% 
plans his escape % 
‘ond - guess what? - that's where you come in. 
Several scrolling ond platform-laden screens 
stand between Bart and freedom, and patrolling 
these areas are numerous camp counsellors ond 
their ossorted nasties. There’s plenty of action in 
this rather samey platformer, but i's nothing we 
haven't seen befor 


Steve Merrett and Radion Automatic delve into their capacious 
Nintendo software sack and come up with yet another particular 
game style to unveil and rate before your very eyes. So if you're 
sitting comfortably, Uncles Steve and Rad are here to explore 


every crevice of all the best cartoon licences... 


OVERALL 


RESCUE RANGE 
BY CAPCOM 


Programmed by those ac 
Street Fighters, Capcom, 
Rescue Rangers is a sma 


A conversion of the age-old 
coin-op, Popeye is a strange 
but playable mixture of the 
platform and beat ‘em up gen 
res. However, as the action 
revolves around a trio of 
screens, the game's lasting 
appeal is virtually nonexistent 
‘and this renders Popeye o 
dubious buy. The action fol- 
lows Popeye's attempts to res 
cue Olive from Brutus, and he 
scurries from ledge to ledge 
collecting the hearts his 


1s is a brilliant platform 


ion, 
well, gad- 
nift and those 


the g 
energy-sapping critters. With 


‘and a large, interesting quest, 
e Rangers is well worth 


beloved drops from her distant | 
prison. In the meantime, Brutus 
is in hot pursuit and only 
Spinach could possibly save the 
day. The little gameplay that’s 
in Popeye is, in fact, excellent, 
with loads of bonuses and 
the old favourites, such as the 
Sea Hag ond Olive Oyl, mak- 
ing cameo appearances - but 
there's just not enough to sus- 
Jain interest: Worth picking up 
Giyausestlchecissitoval 


SNOOPY’S MAGIC 
SHOW 


BY NINTENDO 
MACHINE: GAME BOY 
£24.99 


Snoopy’s Magic Show proves 
quite a challenge - due in 
part to the many puzzles 
which are littered through- 
out the predominantly plat- 
form-based action. Snoopy 
and his chums are ideally 
suited to the Game Boy's 
black and white display, and 
the assorted sprites look 
identical to their comic strip 
relatives. The actual platform 
part of the game is a little 
slow and becomes tedious, 
but the puzzles set for 
Charlie Brown's Beagle 
more than make up for this. 
There's nothing astounding 
to really set it apart from the 
multitude of other platform 
el, but 


BY ACCLAIM 
MACHINE: GAME BOY 
£24.99 


Spider-Man is still quite impressive despite its 
‘age. The sprites are large and very detoiled, 
closely resembling their cartoon counterparis. 
All your favourite Spider enemies are here - 
Rhino, Doctor Octopus, Scorpion - each using 
their unique powers to do away with Spidey. 
Although there is, as you would expect from a 
Spider-Man game, something of o platform ele- 
ment fo this cart, the emphasis is really on 
beating the living daylights out of all and 
sundry which lends it more of a Marvel Comics 
feel than other Spider-Man games. If cartoon 
capers are your choice and you're not sure you 
could stomach another Mario clone, Spider- 
‘Man is a quality package which is well worth 
checking out. 


PRESENTATION 76% 
GRAPHICS 83% 
SOUND 69% 
PLAYABILITY 86% 
LASTABILITY 83% 


PRESENTATION 90% 
GRAPHICS 
SOUND 
PLAYABILITY 90% 
LASTABILITY 88% 
OVERALL 89% 


TINY TOON ADVENTURES 


BY NINTENDO 
MACHINE: NES 
£39.99 


Pretty much identical to the Game Boy version, 
NES Tiny Toons benefits from the addition of 
colour. Tez and Co may not be as well defined 
as a result, but, generally, this is on excellent 
cart. When compared to the likes of Duck Tales, 
this scores extremely favourably both in terms of 
graphics and lasting appeal - the latter of which 
is particularly commendable. An excellent NES 
cartridge, and a worthwhile buy. 


BY KONAMI BY KONAMI 


F Call the fashion police! 
Ahovan the Turtles be Those Turtles are back 
vee fieen He bch ‘again to batter your cred 


in this horizontally- 
games live scrolling beat ‘em up. 


Sadly, the sequel is 
‘almost identical to the 
original game, with a 
decent proportion of the 
same enemies back for 
another beating! 
Although the gameplay 
has been tweaked slightly 
‘and sampled speech has 
been thrown in, the 
improvements aren't that 
great. Sure, huge, clear 
sprites make the game 
look awfully tempting, 
but if you own the origi: 
nal, steer well oway from 
this. 


PRESENTATION 76% 
GRAPHICS 74% 
SOUND 80% 
PLAYABILITY 86% 
LASTABILITY 73% 


If the idea of 
plotform:ba: 
you dreod, 
Toons is o platfc 
octually tries 
ferent, Toons o 
of characters, 


obility (To2's 
example), Each 
er to complet 
fain characte: 
a slight stra! 
The graphics 
pheric and co 
mood ond 
toon well, bu 
sets it apart 

is the high c 


which hos os 
tricks and 
tures os this. 
perienced gar 
find the going 
tough, but plo 
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GAME INDEX 


This is the NINTENDO 
MAGAZINE SYSTEM 
Game Index. Each 
month, you'll find a 
comprehensive guide 
to just about every 
game available for 
each Nintendo sys- 
tem, be it Game Boy, 
Super NES or NES. 
Each month we'll be 
updating the Game 
Index, adding in every 
game released. If 
ever you want the 
impartial lowdown to 
any Nintendo game, 
you know where to 
come! 


Quite a aly litle platform game, but 
the problem is that it offers very little 
in the way of new or exciting ideas. 
There are plenty of games of this ilk, 
so shop around before making a 
purchasing decision, 

OVERALL 71% 


The NES answer to Wonderboy, 
Adventure Island Il is a jolly, but ulti- 
mately unrewarding scrolling arcade 
platform game in which you guide 
the hero across o variety of hazord- 
packed landscapes 

OVERALL 71% 


Intriguing puzzle game which cor- 
tainly packs a challenge but doesn’t 
feature much in the way of action 
‘and variety. Definitely one for those 
who like the pace of their games 
sedate. 

OVERALL:OVERALL 74% 


Toke control of Stringfellow Hawke's 
as-seen-on-TV attack helicopter, and 
zip around the skies, trashing air- 
borne enemies. There's not o great 
deal fo this game, but the graphics 


Gnd sound are okay and the game- 
play, though not particularly original, 
Should prove enjayable for fans of 
the TV show. 

OVERALL 75% 


Hopeless conversion of the beat ‘em 
up coin-op better known in this coun- 
try as Dragon Ninja. Dreadfully flick- 
ery graphics and a low challenge 
level hammer the nas into this one's 


OVERALL 39% 


The aim of Balloon Fight is simplicity 
itself! Boosting gameplay similar to 
the classic Joust drcade game, it’s 
your job to fly around the screen 
descending on entemy sprites and 


bursting their bolloons, while guard- 
ing your own from attack. Even 
though there's simultaneous two- 
player action, it all grow dull very 
quickly. 

OVERALL 74% 


The Joker is causing trouble in 
Gotham City, and there's only one 
body-stocking wearer who is super- 
hero enough to stop him - the 
Batman. There are 20 platform levels 
to beat, and though the initial diffi- 
culty level is set quite high, the 
jomeplay is addictive enough to 
geep you coming back. All in all, @ 
first class game. 
OVERALL 92% 


Superb-looking and great-sounding 
platform game which completely fails 
to offer anything new and so renders 
self redundant in the face of classics 
like Super Mario 3 and the Megaman 


OVERALL 78% 


Run around the horizontally scrolling 
levels that are Ancient Greece, so 
ing various puzzles and beating up 
mythological beasts in this worth- 
while RPG, The only gripe we have 
with this is that it’s @ bit lacking in 
the action department, making Zelda 
II the definite RPG to go for. 
OVERALL 79% 


Join Rash, Zitz and Pimple - the 
Battletoads! These dudes are out to 
smash the evil Dark Queen over a 
number of beat ‘em up and shoot 
om up levels. Battletoads i a truly 
outstanding piece of software, wi 


briliant graphic, stomping sounds 
‘and ultra-addictive gameplay. Rare 
come up trumps AGAIN with another 
essential Nintendo game! 


OVERALL 91% 


‘One of the most popular sports of 
the United States hits the NES! All of 
the fun and excitement of Boseball is 
here, but unfortunately, Nintendo 
Baseball has a number of faults in 
the gameplay department. The actu- 
ol pace of the game is relatively slow 
‘ond a tad unresponsive. The graph- 
ics are cack too. Not recommended. 


OVERALL 60% 


Unusual mix of game types which 
also features a light gun sequence as 
you drive, run and shoot your way 
through a variety of different 

screons. Fun, but not an essential 
purchase. 

OVERALL 79% 


Super dos Crock sen of 
ommando (Capcom's old coin-op 
hit) hos been captured behind enemy 
lines, and only the Bionic 
Commando can save him by fighting 
through many platform and shoot 
‘em up levels. This game actually has 
levels thot weren't in the coin-op, 

but the high difficulty level could put 
some players off, 

OVERALL 81% 


‘A mysterious bunch of criminals 
moladepts have kidnapped a load of 
kids for some reason, and your mis- 
sion in this game is to take on the 
mantle of the Black Manta and dust 
some monkey ass! The gameplay is 
varied and fun, but the graphics just 
really aren't up to scrate 

OVERALL 80% 


Don't be misled by the title - this is 
‘an Ice Hockey simulation with o mini 
beat ‘em up included when things 

jet rough on the pitch! Multiple skill 
levels and different options keep 
things interesting for solo players, 
but the excitement is at maximum 
with two players at the controls. 
Overall an excellent sports gome. 
OVERALL 85% 


Scrolling mazes and scrolling shoot 
‘em up skylarking meet head on in 
this completely fobulous cart, Your 
best friend (that happens to be a 
foad) has fallen down a big hole, so 
you've decided to follow him in a 
quest into the unknown. Blaster 
Master has loads of different levels 
t0 explore, along with highly addic- 
tive action, making for yet another 
essential Nintendo purchase! 
OVERALL 91% 


Grotty platform game in which you 
guide the Brothers around the land- 
scape avoiding things. It’s boring, 

inane and the graphics aren’t much 


cop. 
OVERALL 40% 


Excellent platform game with Ninja 

combat-style overtones. Great 
raphics ond plenty of action make 

this one that combat fans should 

look out for. 

OVERALL 88% 


Join the little miner known os 
Rockford who's stumbled on a num- 
ber of diamond-crammed, scrolling 
mine shafts. He needs your help to 
negotiate these dangerous stages, 
collecting diamonds and dodgini 
folling rocks. Boulderdash is a fal 
foxing and original game that's d 
fined to become a Nintondo classic. 
OVERALL 90% 


You're the boy whose blob-like pal 
can change into a number of inter- 
esting shapes and objects just by 
feeding him jellybeans (). This 
‘comes in handy for solving the many 
platform-related puzzles that face 
the boy as he attempts to save blob- 
kind from an evil dictator. Fast, fun, 
original and taxing, A Boy And His 
Blob is skill 

OVERALL 


Bub and Bob, the bubble-blowing 
dinosaurs are trapped in 100 
meanie-flled platform levels. Luckily, 
the lads can neutralise the beasts by 
capturing them in bubbles then pop- 

ing them to turn them into fruity 
Bonus points! The graics are abit 
flickery, but the skill gameplay mores 
than makes up for it. A superb coin- 
op conversion. 


OVERALL 89% 


The 50-year-old cartoon rabbit crops 
up on the Nintendo in a game 
where he must collect tons of carrots 
and traverse platform levels in order 
to reach his birthday blow-out. This 
fame fas all the Loony Tunes vi- 
fains, but unfortunately the childish 
graphics, jerky sealing and simplis- 
tic gameplay do this game no 
favours. 

‘OVERALL 35% 


It’s time to jet off into deep space 
‘ond face those evil aliens on their 
home grounds. This horizontally 
scrolling shoot ‘em up is @ good 
challenge, with plenty of destruction 
to spice up the gameplay, It could 
prove a bit hard for novice players, 
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although the majority of you shoul 


find this to be o decent bioster wel 
worth considering, 
OVERALL 79% 


Make the stars of Beverly Hills 90210 
look like anorak-clad troinspoters by 
toking port in the Coliforic Gomes 
Half Pipe, BMX (|), Flying Disk 
Footbag, Surfing and Roller Stow 
aro the events included in a se 
lintendo package. Grect t= =tay 
with ‘friend Californic Gomes on 
essential buy. 
OVERALL 91% 


Don the daunting mantle of the enw: 
ronmental saviour of the wor os he 
battles to save the world from enw 
ronmental pollution, while rescue © 
few seals and slephan's nto te Ba 
gain. The sub-levels of this game ove 
© mixed bag. The shoot ‘em up levels 
‘re far to dificult while the scroling 
exploration bits are o doddle. The 
package as a whole is unremarkable 
OVERALL 56% 


Join the eponymous Coptoin os he 
flies around vertically scroll shoot- 
ing levels and Afterburner. 

stages. This is another skillful Rore 
game that should appeal to blasting 
fans, although shoot ‘em up experts 
may find it a tad easy. 

OVERALL 90% 


Simon Belmont is on the trail of 
Count Dracula. The game itself tokes 
the form of a vast platform adventure 
set inside Drac’s castle which Simon 
explores, punishing any undead 
types with his trusty whip. The audio- 
visuals aren't stunning, but the action 
is absorbing for along while. Try out 
the sequel first though. 

OVERALL 80% 


One of Nintendo's early efforts, Clu- 
Clu Land is a sort of PacMan clone 
sat in grids of dots. However, unlike 
in PacMan, the idea in Clu-Clu Land 
is to direct your fish (?) between the 
dots, and thus reveal lines which 
make up a sort of Cubist join-the- 
dots picture. The simplistic gameplay 
is fun, but soon grows quite boring, 
OVERALL 62% 


Toke the wheel of your speedboat 
and race your way through 25 races 
of isometric 3D scrolling fun, each 
~ith a different challenge. Cobra 


Tricagle hes i cll. Great graphics, 
decent sound. but above all amazing 
ployobilty. Ancther classic from Rare 
ict deserves to end up in your col- 


= 
OVERALL 94% 


Unexty Give Breckout clone which 
Sectures screens ond screens of 
tedious bet 'n’ boll “action”. The 
sr=phcs end sound are both poor, 
us ws te utterly boring gameplay 
makes Sis one to avoid at all costs 
OVERALL-OVERALL 21% 


Jump mio your NASCAR racer and 
Sure cround o series of tracks with 
ne night turns whatsoever in this NES 
conversion of the embarrassingly 
extal Tom Cruise movie. The graph- 
ics cre okay but there's no real vari- 
Sym them at all. The game itself is 
So~, tedious, annoying ond frustrat- 


np 
OVERALL 39% 


Toke @ time warp to mediaeval 
Englond and attempt to become king 
5y *oking over various territories in 
thes strofegy game with arcade sub- 
levels. The problem here is that the 
Srategy game isn’t involving enough 
ond the arcade bits just don’t cut the 
mustard at all. Leave this on the 
shelf in the software shop, where it 


belongs. 
OVERALL 59% 


At first glance, this game looks like 
being o thinly disguised Boulder 
Dash clone, but on closer examina 
‘Son it turns out to be on action- 
packed arcade puzzler that’s highly 
recommended. Excellent graphic: 
nd swingsome sound are the icing 
onthe 

OVERALL 89% 


Oh nol Mario's girlfriend has been 
\Gdnapped by o crazed gorilla! It’s up 
fo the Italian plumber to conquer 
four different levels of platform 
ection. Donkey Kong isn’t a bad 
coin-op conversion, but the original 
itself is years old and four screens of 
‘orcode action simply isn't enough to 
worront the price tog 

OVERALL 45% 


Donkey Kong Junior's out to rescue 
his Dod from Mario's clutches in 
nother four-screen platform romp, 
this time set in the jungle. Just like 
it's predecessor, Donkey Kong Jnr 
isn’t @ bad conversion with a bit 
more variety than the original game. 
Unfortunately, Four screens’ worth of 
‘action just isn't enough to give the 
player value for money. 

OVERALL 46% 


Your girlfriend's been kidnapped by 
Mr Big - the evil crime boss! It’s 
down to you to kick the excrement of 
his cronies and then face up to the 
boss in the final confrontation. This 
game isn't o bod conversion, but the 


sequel has superior grophics and 
gameplay. 
‘OVERALL 75% 


Deor oh dear. Your girlfriend hos 
beon gunned down by a revenge- 
crazed Mr Big. Therefore, it's down 
to the Double Dragons 16 go and 
kick some ass again. This conversion 
is a lot better than its predecessor, 
‘and enjoyable 
jouble 


gameplay. Defin 
OVERALL 84% 


‘Acclaim’s third Double Dragon game 
contains all the scrolling beat ‘em up 
mayhem you'd expect, along with 
more characters to control and larg- 
er levels. Unfortunately, the game is 
iust too difficult to be worthwhile and 
the plodding response time doesn’t 
help matters much either. 

OVERALL 65% 


Mediocre basketball game which just 
‘about supplies enough slamdunking, 
thrills and spills to please ardent 
basketball fans. 

OVERALL 70% 


Dirk the Daring’s darling Daphne 
has beon kidnapped by a big dragon 
‘and taken to his lair! Pausing only to 

rab his daggers, Dirk gives chase 
By entering the side-on scrolling cos- 
tle - but many traps and meanies 
Dragon's Lair has excellent 
graphics, but the remarkably slow, 
plodding gameplay and unrespon- 
sive controls make this one to avoid. 
OVERALL 21% 


Mario's back in a Tetris-inspired puz- 
zle game which sees him chucking 
different proteins into a beaker in 
order to make all the nasty viruses 
disappear. This is quite easy to begin 
with, the action gets meanor as 
progress making for a truly exciting 
test of your reflexes and brain 

power. One of the best puzzle 
‘gomes for the NES. 

OVERALL 88% 


There's not much you can say about 
this game, Dust off your Zapper gun 
‘ond plug this cart in and you'll be 
confronted by wave upon wave of 
ducks, just waiting fo be blown away 
with your fine Zopper gun. The 
graphics are quite cute, but just 
shooting off with your photon 
firearm isn’t fun or varied enough to 


Guide Scrooge McDuck through 
many scrolling platform levels in o 
bid to save his massive bank balance 
from a fate worse than Gar 

Harrod’s financial affairs. This game 
features excellent cartoon graphics 
and very enjoyable gameplay. Once 
‘again, the NES comes up trumps 
with o skill platform game. Hurrah! 
OVERALL 99% 


Fabulous, sprawling 3D space trad- 
ing game hos literally months of play 
init if you enjoy this sort of thing. A 


brilliant release that must be looked 
at, 
OVERALL 91% 


Impressive introductions, digi 
graphics and crisp samples do not a 
smart game make. Empire Strikes 
back is o less than impressive sequel 
to the marvellous Star Wars which is 
flawed by monotonous gameplay, 
unthreatening bosses ond a low 
challenge level that soon brings on 
the boredom. A pretty but disop- 
pointing follow up that is only ever 
‘avorage at best. 

OVERALL 69% 


Vroom! Get your leathers on and get 
ready to burn down one of the 
bumpiest motorcycle race tracks 
fory! The horizontal track scrolling 
very nippy, providing 0 good feel 
of speed, but Excitebike's graphics 
and sound are a bit wobbI 
However, these inadequacies only 
serve to make the whole game more 
‘of a laugh! very challenging and well 
worth a try. 
OVERALL 84% 


If driving a top Formula One racer 
‘around the World's best tracks is 
your bag, steer clear this item at all 
costs. However, if jerky 3-D update 
‘ond wildly unresponsive handling is 
what gets you up on a cold morning 
this definitely for you. Avoid you 
fools, avoid. 

OVERALL 21% 


The Addams Family has seen some- 
thing of a revival lotely, and this NES 
game stars the talented Uncle Fester 
on a scroll-around quest to save the 
Earth. The graphics are samey and 
functional, but the sound is ace with 
«@ groovy remix of the Addams Family 
tune. The gameplay though, vei 

on the tedious after only a couple of 
sessions. 


OVERALL 58% 


Fairy involved RFG/platform game 
which certainly offers plenty of depth 
but doesn’t feature much action and 
excitement. Try it out if you're after 
something different. 

OVERALL: OVERALL 79% 


Great tennis gome which, as the title 
suggests, allows up to four players to 
simultaneously partcpate (os long 
{8 you have the Four Score adaptor) 
Well worth checking out if you own 
such a deviee. 

OVERALL:OVERALL 85% 


Speed around nine different isomet- 
fe 3D tracks in this mega-fost, highly 
thrilling road race of the future. T 
graphics and sound are both top- 
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notch, and although the scrolling’s 
jerky you don’t notice it in the thick 
of the action. Simultaneous two-play- 
er thrills are the icing on the superla- 
tive confection-related item. 
OVERALL 91% 


Guide your mediaeval character 
through the hazard-ridden scrolling 
mazes, dishing out death to the 
legions of evil minions that attack 
you. With all the graphics, gameplay, 
sound and speech of the coin-op, 
this release is o fab arcade conver- 
sion well worth investing in, 


OVERALL 90% 


Once again, 1e to bust those 
ghosts ino series of sub-lovols 
inspired by the spooky, and yet 
vaguely amusing film. The problem 
here is that the graphics are o mite 
cacky, and each mini-level does 
nothing to recreate the atmosphere 
of the film on your NES. All in all, o 
vapid game that’s only fun for @ very 
short while 

OVERALL 57% 


Sir Arthur was enjoying the 
Canoodling company of his Pri 
‘when suddenly an evil devil kids 
napped her! So he’s got to run along 
seraling levels, dusting undead 
sprites in preparation forthe final 
conflict! This conversion boosts limp 
grophics and sound. The response is 
lay and the gameplay frustrating, 
Leave this well alone. 
OVERALL 55% 


The curse that hits NES soccer games 
cloims another victim with the sham- 
bling debacle that is Jaleco’s Goal! 
Featuring an ineffective isometric 
viewpoint, stick-men sprites and 
exiremely annoying action, Goall is 
best left alone. 

OVERALL 33% 


What could have been a brilliont 
monster-based game of destruction 
‘and mayhem is in fact o ghastly 
scrolling plodolong which sufers 
dreadful flicker and frustratingly 
awkward gameplay. 

‘OVERALL: OVERALL 41% 


As far as Golf games go, this 
Nintendo effort offers no surprises. 
Simply toke your golfer oround the 
video course, selec! your lub, judge 
four shot and try to hole the ball 

‘The grophics and sound aren't exact- 
ly spectacular, but this cart offers a 

challenging, playable round of 
golf. Recommended to golfing fans. 
OVERALL 76% 


Better known as Nemesis, this hori- 
zontally scrolling shoot ‘em up has 
all the power-ups and levels of the 
‘ageing coin-op. Gradius is great fun 
to play and ranks as one the greatest 
blasts available for the Nintendo 
long with its sequel, Life Force. If 
you're an NES laser-death fanatic, 
Seek out Gradius immediately! 


OVERALL 90% 


Take a trip into the scroll-along 
blasting zone, this time accompanied 
by those irrepressible Gremlins 
Programmed by Sunsolt, this 
Gremlins-inspired blasting game is 
packed with decent graphics, awe- 
some sound and top-notch playabili- 
ty. Yet another good example of a 
Nintendo shoot ‘em up. 

OVERALL 87% 


Play a private eye (complete with tril- 
by and trenchcoai) in this platform- 
bosed crime buster. Gumshoe has to 
cross numerous Mario-esque levels 
to track down the villain of the piece. 
This Zapper gun game has excellent 

raphics and some jaunty tunes 

0c 


ing the action, but the simple 
action grows dull very quickly. 
OVERALL 68% 


There are some no-good outlaws in 
town, so you're going to march 
around the vertically scrolling area 
blowing away all sorts of mean hom- 
bres, The coin-op was pretty 
mediocre, but this NES conversion 
ite good fun. It’s getting on a 
though, so blasting fans would do 
well fo check out a more recent 
shoot ‘em up. 
OVERALL 69% 


Great conversion of the Williams pin- 
ball table along similar lines to 
Pinbot. Worth a look if you're a pin- 
ball fan. IF not, you might find the 
action a tad repetitive. 

OVERALL 82% 


Plug in the Zapper gun ond get 
ready to pump some villains full of 
photons. This target-shooting game 
puts you at one end of a shooting 
range, with criminal cut-outs spin- 
ning cround at the other end. 
Though this is graphically quite nice, 
Hogan's Alley’s gameplay is very 
limited ond most of the game's 
‘options seem to be exhausted after 
few sessions’ ploy. 


OVERALL 60% 


Unoriginal platform game which 
sports nice graphics but is cadly lot 
fown by lack of action and large 
gre0s in which there's vry litle to 


OVERALL 62% 


The fabulous Sean Connery movie 
surfaces on the NES as a horizontally 
scrolling shoot ‘em up. The game 
itself is good fun to play with o nice 
sense of inertia on the sub. The 

roblem is that the graphics loo! 
father infantile and the soundtrack is 
one of the most discordant, jarring 
monstrosities ever to plague the 
Nintendo. Bear with it though, and 
there's o fairly decent game to be 
uncovered. 


OVERALL 64% 


A reasonable football game, which 
‘although nowhere near as bod as 
the grotty Goal and the naff 
Nintendo World Cup stil fails to 
generate much in the way of soccer 
excitement. 

OVERALL: OVERALL 62% 


Ice Climber is 0 pretty basic game, 
the object being to control your 
Eskimo to the top of each vertically 
scrolling level while keeping an eye 
out for enemy sprites. This wos one 
of the first NES releases and hos. 
primitive graphics, sound and game- 
play. Even the simultaneous two- 
player action doesn’t stave off the 
tedium. 

OVERALL 58% 


‘Armed with just their machine guns 
‘ond a stash of grenades, the players 
must guide their on-screen heroes 
through vertically scrolling enemy 
strongholds and blow everything up. 
This conversion has crap graphics 
and poor scrolling, The response is 
or and the gameplay frustrating, 
Even Ikari fans will be disoppointed 
with this 
OVERALL 48% 


This follow-up to Wizords and 
Warriors is similar to its predecessor, 
with plenty of platform action and 
sword-slashing thrills. The main 
problem with this game is that the 
‘gameplay is very tough, and coupled 
with the rather inspiring graphics, 
there's not much of an urge to see 
the next level. Ironsword is above 
average, but not totally amazing 
OVERALL 77% 


Become the Isolated Warrior as he 
runs up the isometrically scrolling 3D 
backgrounds, blsting enemy sprites 
with his multi-purpose weapon 
Isolated Warrior is a great shoot ‘em 
Up packed with top-notch shooting 
excitement. Unfortunately, this is 
marred by the fact that it 

to complete. 

OVERALL 80% 


Once again, the evil hex that 
plagues NES soccer simulations 
strikes again in this conversion of the 
greatest computer football game 
ever. Kick O# retains all the brilliant 
options of the Amiga version, but the 

jame logic is sadly lacking and 
there's plenty of minor bugs conspir- 
ing to ruin the game too. A great 
shame and a major disappointment. 
OVERALL 36% 


Kobuki's the man whose oriental 
hairstyle spells doom to a number of 
computer bugs that have infested 
America’s finest defence system. 
Boasting dark and moody graphics 
and good sound, Kabuki is instantly 
‘appealing. The stiff challenge and 
geet gomeplay moke it an ekcellent 
hadow Warrior-style platform 
gome. 
OVERALL 90% 


Ws cutey platform game time as you 
vide Kid Icarus against an army of 
1ddies who are just dying to clip his 
‘wings. I's pretty good fun, but the 
graphics are rather dated, and when 
you look at some of the more mod- 
‘ern platform games around, this 
doesn’t compare too well. 
OVERALL 68% 


Hong Kong's foremost martial arts 
‘expert takes to the NES in a digital 
version of his silver screen shenani- 
Jans. This is a great scrolling beat 
‘em up with cute graphics and rous- 
ing tunes. It’s extremely playable too 
‘many levels to conquer. Buy 


OVERALL 93% 


The immortal Jack Nicklaus hos 
endorsed what turns out to be o 3D 
golfing simulation that slow, jerky 
‘and bug-ridden. Add these incredi- 
bly annoying factors with the pathet- 
ic graphics and miserable sound and 
we have a golf simulation that's 
‘even over-shadowed by the ancient 
Nintendo Golf! 

‘OVERALL 48% 


This game is rather similar to 
‘Adventures of Lolo, in that you run 
‘round a single-screen maze push- 
ing blocks and squashing meanik 
Kickle Cubicle would be an excellent 
puzzle cum action game, but it’s just 
too easy to complete. 

‘OVERALL 72% 


This game weighs in as 0 conversion 
of that ageing Data East coin-op, 
Kung-Fu Master (remember that 
There are four levels of horizontally 
scrolling baddie-bashing included In 
this Nintendo translation. This might 
not sound a lot, but the tough, chal- 
lenging gomeploy is quite 2 laugh. 
Worth a look for it ‘em fons. 
OVERALL 72% 


This is a brill version of the. 
Salamander coin-op, with both verti- 
cally and horizontally scrolling 
action. Hs not jus the smart scenery 


‘and amazing aliens that set Life 
Force apart from other Nintendo 
blasts. With its amazingly addictive 
destructive action AND two-player 
action, this is one ace ‘n’ skill shoot 
‘em up! 
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OVERALL 92% 


This was Nintendo's first RPG, but its 
simple format makes it far more 
accessible than most games of this 
type. With its battery back-up, this 
game should provide hours of enjoy 
ment for anybody, so even thoug! 

’s one of the more expensive carts, 
it’s well worth a look 

OVERALL 86% 


Jallyengugh platform romp in which 
you guide the eponymous hero 
through the surreal and weird 
Slumberland world. Fun, but offers 
nothing that hasn't already been 
seen in a platform game of this type. 
‘OVERALL: OVERALL 79% 


‘Once again, we're all aboard the 
last train to Platform Central, with 
Low-G Man (so called, because he 
can jump incredibly high). This game 
has jerky graphies and wobbly 
sound, but somehow the urge to soe 
the next level is very high indeed 
Although not an essential purchase, 
give Low-G Man a good, hard look. 
OVERALL 84% 


‘An entertaining idea - funny shaped 
pool tables - and it’s certainly fun for 
‘a while. But at the end of the day, 
pools pool and unless you're a big 
jan of eightball, this one’s novelty 
will eventually wear thin. 

OVERALL: OVERALL 75% 


This is an early Road Blasters clone, 
in which you have to drive your 
motorcycle down numerous stretches 
of highway, zapping any of the other 
aggressive drivers who get in your 
way. The official NES Rood Blasters 
conversion isn't really up to much 
but this lookalike is even worse. The 
graphics are laughable and the 
gameplay extremly dull. Leave this 
well alone. 

OVERALL 36% 


Lucasfilm’s first icon-driven adven- 
ture is o real classic. It's got great 
graphics, extremely involving game- 
play and logical puzzles - things 
which its competitor, Shadowgate 
woefully lacks. Maniac Mansion is a 
worthy NES purchase, but the high 
price tag (around £50.00) is 0 bit of 
9 bum rap. 

OVERALL 89% 


In this Rare conversion of the brilliant 
‘Atari coin-op, you guide a marble 
‘around six different isometrically 
scrolling courses, dodging many 
bizarre hazards. The programmers 
have produced a coin-op conversion 
that's as close fo the original as. 

sible with the Nintendo. Only the 
lack of lovels is the slight downer. 
OVERALL 85% 


In this singlo-screen platform game, 
Mario and Luigi (this is @ one or two- 


player game) have fo run around 
Punching the gantries under the crit- 
fers to knock them on their backs, 
and then jump up to the same level 
and boot them off-screen. It’s @ nice, 
cute, simple game, but only truly 
worthwhile in two-player mode. 
OVERALL 83% 


W's down to MegaMan fo go through 
six levels of incredibly addictive 
scrolling platform action, blasting 
meanies. Each level is guarded by a 
terrifying robotic end-of-level boss 
Mega Man is one of the most diff 
cult, and yet still rewarding platform 
‘games available for the NES. 
OVERALL 92% 


The evil Dr Wily is back for another 
slopping at the hands of the world’s 
greatest hero, MegaMan! This boils 

jown to more incredibly addictive 
scrolling platform action. Although 
it's not as lastable as its prequel, 
‘MegaMan II boasts playability that 

uts many 16-bit games of the same 
ilk to shame. An essential purchase. 
OVERALL 93% 


Nice graphics and ultra-violent 
gameplay make this an interesting 
game to play, but only for a while. It 
turns out to be more of a giant maze 
game than a shoot ‘em up, and the 
Unchanging scenery of tanks and 
buildings makes one screen look 
pretty much like another. Not 

jome to put high on your shopping 
ist 
OVERALL 52% 


Metroid is a graphically impressive, 
very cleverly put-together arcade 
adventure with lots of unusual fea- 
tures to keep things interesting. It’s a 
tough game and ardent 
platform/adventure fans will love it. 
OVERALL 80% 


With its superb graphics and playa- 
bility, Punch Out!l is the greatest 
boxing game yet seen on any home 
system and is a vital addition to your 
collection. So grab it before it disop- 
pears, which it might well do consid- 
ering what's happened to Mike. 
OVERALL 94% 


This viewed-from-above maze game 
with espionage overtones casts you 
08.0 secret agent, out fo overthrow a 
subversive world-threatening organi- 
sation. The graphics and sound are 
both very effective, and the game- 
play itself is addictive and whole lot 
of fun. Highly recommended. 
OVERALL 86% 


Poor old Tiki - all of his kiwi chums 
have been kidnapped by a bloated 
Walrus! So, Tiki needs your help in 
running around the platform levels, 
shooting meanies and rescuin 

kiwis! This conversion is visually very 
similar to the Taito coin-op, and the 
sound is actually better! 


Unfortunately, the game is just too 
easy to complete. 
OVERALL 79% 


There's something of a curse on the 
poor old Nintendo when it comes to 
soccer games. Nintendo World Cu 
iso dire shambles, with rancid, flick- 
ory graphics, warbling sounds ond 
very limp gameplay. Even when 
playing with four player with the 
Four Score adaptor, Nintendo World 
Cup is 0 sad digital interpretation of 


OVERALL 33% 


Guide your paperboy through seven 
levels of scrolling isometric mayhem 
in this conversion of the pensionable 
Atari coin-op. Paperboy “boosts” 
retarded, infantile graphics, 
grotesque colour schemes, a boom- 
ing cacophony of sounds and frus- 
trating gameplay. The awful respon- 
siveness is yet another nail in the 
MFl-quolty coffin. Avoid! 

OVERALL 30% 


This is a real Nintendo oldie, and 
has been completely eclipsed by the 
immeasurably superior Pinbot, which 
is based on a real pinball table. 
Unless you're after a particularly 
substandard pinball game for your 
Nintendo, avoid. 

OVERALL 45% 


Rare's conversion of the topper 
Williams pinball table is excellent, 

with al the stee! bal spanging-ralot- 
ed excitement of the original. With 
excellent graphics, unbelievable 
sound, along with brilliant playa! 
ty, this is one fobbo game! 
OVERALL 90% 


This conversion is a good translation 
of the original coin-op, but it’s the 
coin-op's simplicity that severely lim- 
its Popeye's powers of lastability. Ill 
keep you busy for a while, but unfor- 
tunately, the novelty soon wears off. 
OVERALL 67% 


W's a retum to Platformsville, Arizona 
in this scrolling game with shoot ‘em 
up elements. Although Powerblade 
is exceptionally unoriginal, the 
‘graphics and sound are fine for this. 
sor of game, What really gives, 
Powerblode its respectable mark is 
its fun and challenging gameplay. 
OVERALL 88% 


Great platform adventure game 
which features a superbly animated 
main sprite. I's quite tricky getting to 
rips with the comprehensive control 
method, but once mastered, the 
challenging ond absorbing game- 
play will keep you playing for ages. 
OVERALL 87% 


Don't be fooled by the name - this is 
the officiol NES version of Gryzor, 
the great horizontally scrolling shoot 


‘em up. All the levels of the coi 
are here’ and the blasting action is 
fost and furious. A great NES blast. 
OVERALL 81% 


Pro Wrestling isn’t quite as exciting 
495 the real sport, The graphics are 
laughable with pathetic sprites and 
background visuals, and the sound 
ist really ony better either, sporting 
very weok spot effects. Our advice i 
to go for Tecmo World Wrestling. It’s 
got better graphics, better sound and 
huge amount of moves on offer. 
OVERALL 45% 


This is quite a few years old now, 
singly, its stil the only Out 
‘game available on the 
NES. Actually, any new one would 
have a hard time beating Rad Rocer 
in the playability stakes. The smart 
3D graphics make this look good 
and play good, so if driving games 
are your bag, this is a must. 
OVERALL 80% 


Strut around the universe with the 
coolest intergalactic hero of them all, 
Rad Gravity. It’s up to Rad to run 
‘round platform levels looking for 
co-ordinates for new planets to visit. 
Rad Gravity is a cool platform game, 
with nice blasting elements added in 
for good measure. Recommended 
for platform fons after a challenge. 
OVERALL 82% 


‘Oh nol The Rainbow Islands have 
been occupied by the Boss of 
Shadow, Baron von Blubba and his 
nasty litle minions. i's up to Bub 
and his power of the rainbow fo put 
€@ stop to Blubbo's skylarking over 
seven levels of vertically scrolling 
platform action. This is @ good con- 
version of the Taito coin-op, ruined 
by slow gameplay and poor 


response, 
OVERALL 67% 
RC Pro-AM is one of the most 


playable NES titles around. Both the 
grophics ond sound ore spot-on and 
there’s plenty of action to keep you 
going for @ long time as you race a 
variety of radio controlled vehicles 
‘around a series of very tight tracks 
‘against mad computer drivers. A 
must! 

OVERALL 90% 


Based on the French computer 
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‘game, Hostages, this is « multi-level 
‘assault game, casting you as leader 
fof a bunch of SAS guys out fo ruin 
‘some terrorists’ plans for world dom- 
ination and rescue (hence the title) 
‘some hostoges. The graphics and 
sound are poor, but the real problem 
with Rescue is that each sub-level is 
very dull and too easy to complete. 
OVERALL 41% 


Those cheeky chipmunks, Chip ‘n’ 
Dole hit the Nintendo in a platform 

Jame of their very own, programmed 
By coin-op giants, Capcom. With one 
or simultaneous two-player options 
Rescue Rangers is fast, smooth, cute 
and playable. A very good game that 
should appeal to platform fans. 
OVERALL 88% 


If you were a fon of arcade Road 
Blasters this conversion may come as 
a disappointment. The graphics and 
sound are fairly well reproduced, but 
it certainly doesn’t play the same. It's 
just far too easy, and any competent 
player should get through all 50 lev- 
els in a few games. Once completed, 
Road Blasters doesn’t have much to 
attract you back for more. 

OVERALL 48% 


Brace yourself for what must rank as 
the worst console game EVER! Rood 
Fighter is o vertically scrolling road 
roce game a lite like Spy Hunter, 
but without the extra weapons, 
decent graphics or gomeploy. 
Indeed, the scabrous, retarded game 
we have here is devoid of all fun and 
excitementindcing qualities ond is 
‘2 complete waste of money. 
‘OVERALL 9% 


The film’s great, but this game is sod. 
Rubbish graphics, dire sound, slug- 
gish controls and very repetitive 
gomeplay dont makes things much 
nin this platform game. 
Considering the all-action movie, o 
lot more should have been made of 
this, 
OVERALL 60% 


Slick, but ultimately frustrating plat- 
form game which features plenty of 
challenge but nothing new or excit- 
ing in terms of gameplay feat 
There are tons of games like thi 
shop around before you buy. 
OVERALL 76% 


Foirly jolly, but rather repetitive 
future sports simulation which could 
do with better visuals. 

OVERALL 76% 


‘An original, but ultimately dull gome 
in which you bomb your way through 
a series of baddie-packed screens. It 
sounds more exciting than it is 
Because the action is so limited and 
slow. 


OVERALL 51% 


Otherwise known as Green Beret, 
this is a foirly simplistic but very com- 
pulsive beat ‘em up packed with 
senseless violence. The graphics and 
sound are adequate rather than out- 
standing, but they do the job and 
help make this a bloody, enjoyable 
rough-house romp. 

‘OVERALL 83% 


The graphics in this beat ‘em up are 
cokey-dokey ond the gameplay is fair- 
Iy interesting (thanks to the nice 
weapons), but on the whole, Rygor is 
probably only worth buying if you 
remember enjoying the coin-op. 
OVERALL 70% 


If you've ever wished for a Side 
Arms-type game for the NES, this is 
probably the nearest thing to it, 
though don't take that as a recom- 
ion. The game is severely 
lacking in excitement just because it’s 
50 repetitive and the weapons ore 
completely weedy. Sove your money 
and your sanity 

OVERALL 46% 


This is a very decent conversion of 
the old Atart skateboarding coin-op 
which sports plenty of challenge and 
variety. A must for fans of the coin- 
op and skateboarders in general. 
OVERALL 84% 


Shadowgate is an icon-driven adven- 
ture game crammed with frustrating 
puzzles and thousands of unfair sud- 
don death scenarios. The solutions to 
each puzzle are completely illogical 
(OPEN a skull to find 0 key? We think 
not), making for an annoying adven- 
ture with crappy graphics and nause- 
ating sound fo boot. 

OVERALL 26% 


Join Ryu as he runs around the 
scrolling platforms levels, meting out 
ninja death to the evil minions of the 
Overlord. Converted from the coin- 
op, this a great slosh ‘em up that's 
well-presented with groovy graphics 
and sound, This is challenging and 
superb fun and well worth your 
pounds sterling. 

OVERALL 90% 


‘A submarine simulation? On the 
NES® Yes indeed, and while it might 
sound boring, it's not. I's addictive 
and involved ond is a must for those 
‘who want to use their Nintendo to 
play more than just platform games 
nd shoot ‘em ups. 

OVERALL 87% 


On the surface, Simon's Quest isn't 
much more than an extended version 
of the original with a few additions to 
the gameplay. Having said that, the 
‘original was pretty good, so the fol- 
low-up can only be even better. 
There's not a lot of variely, but hard- 
‘ened arcade adventure fans should 
find the gloomy atmosphere is most 
engrossing 


OVERALL 85% 


Enjoyable gamo-of-the-telly show in 
which you guide Bart around the 
horizontally scrolling town solving 
puzzles and avoiding the baddies in 
‘an attempt to thwart the intentions of 
the marauding space aliens. Not 
exacly action-packed, but fun 
nonetheless. 


OVERALL 88% 


‘Skate or Die is divided into five dif- 
ferent sections: the downhill race, 
freestyle on a half-pipe, downhill jom 
where you fight an opponent, halt- 
pipe high jump and pool joust where 
you battle other players. It’s a fun 


Jame with great graphics and is 
Fighly recommended to board 
thrashers. 

OVERALL 82% 


Williams’ amazing shoot ‘em up 
coin-op, based on the classic 
Robotron 2084, is one of the most 
violent games in history! This NES 
conversion is a technical miracle with 
loads of sprites on-screen at once! 
The game also incorporates all the 
speech and power-ups of the coin-op 
t00. One of the best Nintendo shoot 
ers available! 

OVERALL 90% 


Guide your snake around the forced 
3D backdrops, eating nibbley-pibb- 
leys and dodging a number of 
bizarre sprites. Rare strike again with 
‘an extremely playable, technically 
temazing Nintendo game thot simply 
demands purchase! 

OVERALL 94% 


Snake (the hero of Metal Gear) is 
back, and this time he’s vowed to 
destroy a jungle-based legion of 
enemies. This generally involved run- 
ning around the jungle (for iungle, 
read maze), blowing away enemies 
‘and rescuing hostages. Snake's 
Revenge is exremaly dificult To ply, 
slow, unrewarding and tedious. 
OVERALL 49% 


The action in this football game is 0 
litle slow, and the graphics are only 
adequate but it plays quite while and 
that’s what counts. And even though 
i's positively ancient, it’s still miles 
better than all the newer Nintendo 
football games. 


OVERALL 83% 


The action is very similar to the old 
coin-op Gravitar, but there’s much 
more to Solar Jeiman as you explore 
4 series of planets looking for pieces 
of the Golden Warpship. The playa- 
bility is superlative, the graphics ore 
great and the sound is similarly 
excellent. Put oll those factors 
together and you've got a simply 
brilliant Nintendo title which fan 
essential part of your collection 
OVERALL 95% 


This is an excellent conversion of the 
Data East coin-op, which is one of 
the best arcade puzzle games out. If 
ou'te after some mental stimulation 
rom your Nintendo this has got to 
be somewhere on the shopping list 
OVERALL 83% 


This ig the first game from English 
firm, Software Creations, and it's a 

jcodie! Guide your little man arounc 
the forced perspective backdrops, 
solving puzzles and blatting meanies 
With its excellent graphics, amazing 
ound and involving gomeplay, 
Solstice is an essential purchase. 
‘OVERALL 90% 


Based on the MAD magazine comic 
strips, Spy vs Spy is one of the finest 
two-player games ever, just because 
of the vast potenti! for playing 
super-sneaky tricks on your comput- 
er, or better still, human opponent. I 
doesn’t have the best graphics and 
sound in the world, but if you have 
‘nother gamer at hand willing to 
play you, this is a must. 

84% 


A rather repetitive adventure game 
based on the cult TV series which fol- 
lows the exploits of Jim Kirk ond vari- 
‘ous crew members in their search for 
vital Dilithium crystals. There are 
some occasional highlights but this is 


‘one that die hard trekkies will best 
‘appreciate. 

OVERALL 68 % 

brilliant game which follows the 


plot of the film very closely through o 

whole variety of challenging and 

eddicive scones, With is superb 
aphics, sound and gameplay, this 

Jone of the best games-of-tne-lm 

‘round. 

OVERALL 95% 


G 


A promising-sounding but ultimotel 
dull aerial eombat gome in which 
you guide the fighter of the title 
against the marauding enemy 
hordes, 

OVERALL 54% 


Originally his was the gome 
Nintendo gave oway free with the 
mmochine “and what a tertfic freebie! 
I's a truly clossic platform game 
that's [ust so skillfully put tegether 
‘and is 50 much fun that once you've 
started playing it’s impossible to 

stop. One of the best games any- 
where, ever. 

OVERALL 95% 


This is a superb follow-up to Super 
Mario Brothers, with terrific graphics, 
fea! music and super addictive plat 
form gameplay. An utter must - 
long with all the other Mario 


‘and Luigi return for their lost 
B-bit outing - and it’s one of the 
finest video games ever devised. 
Featuring almost-perfect playability, 
excellent graphics and sound along 
with a massive challenge, Super 
‘Mario Bros Ill is THE essential cart to 
buy for your Nintendo, 

OVERALL 98% 


Wvan “Ironman” Stewort’s Super Off- 
Road is a superior Super Sprint-siyle 
NES game, that’s great fun when 
playing with the four-player Four 
Score adaptor. It’s yet another skill 
Rare game, and a very close coin-op 
conversion. The repetitive nature of 
the game may put some people off, 
especially when ployed in one-player 
mode. 

OVERALL 81% 


Visit the beaches of America to par: 
ticipate in a series of Volleyball 
matches in this cool sports simula: 
tion. With its Four Score compatibility 
allowing up to four players to take 
part, Super Spike Vollyball is 8 
Great game that should appeal to 
most sports fans 


OVERALL 83% 


One of the greatest sci-fi movies 
EVER hits the Nintendo in a trul 
spectacular fashion! Star Wars fea~ 
tures many different game styles (3D 
blasting, platform and scrolling blast- 
jng action) each depicting a scene 
from the movie. Although the price 
tag is very high (50,00), Star Wors 
remains the bes! thing since Mario 
OVERALL 95% 


Big role playing game very similar to 
the Bard's Tale computer game 
series. Short on action, but long on 
depth, this is one that adventure and 
role-playing fans will go bonkers 


over. 
OVERALL:OVERALL 81% 


Although they're now tragicall 
uncool, Turtles iso fun game that 
provides plenty of beat ‘em up 
action, a hint of exploration and 
taxes your brains too as you rescue 
April O'Neil. Worth checking out. 
OVERALL 86% 


Take control of the bygone heroes in 
a half-shell in this simultaneous two: 
player game based on one of the 
most popular coin-ops ever. Turtles I 
is a very close conversion, but when. 
it comes down to it, there isn’t much 
in the game and the repetitive action 
soon grows stale. 


OVERALL 64% 


The graphics oren’t the greatest and 
there's not much sound fo speak of, 
but Nintondo Tennis is quite 
playable. It’s the only Tennis game 
available on the NES anyway, so if 
you want to hold Wimbledon indoors 
next year, it’s either this or nothing, 
OVERALL 75% 


A conversion of the old Irem coin-op, 
this is one of the only arcade-style 
American football games available 
2n any machine Is simple, but fun 
and is worth looking at if you're new 
to American football and want to 
learn more about the sport 
OVERALL 76% 


One of the greatest movies of all 
time could've been an NES game to 
od them al: Unfortunately, what 
get are five limited levels, most 
of which are set cround a tedious 
lator environment. The game 
isn’t awtul - it’s just dull an 
Unoriginal. For die-hord move fons 
only. 
OVERALL 72% 


This block-bosed mind-teaser is the 

reatest puzzle game ever written. It 
looks naff, sounds naff... but play it 
and you'll be instantly hooked 
OVERALL 91% 


a fairly straightforward vp 
the-screen blast in which the player 
pilots o heavily-armed combat chop. 
per. The graphics are pretty samoy 
throughout the entire game, the 


sound is equally bland ond the 
‘gameplay is only average, Not the 
Greatest of shoo! ‘em ups. 
OVERALL 65% 


Yet another NES platform game, this 

time strring baby versions of 

famous cartoon characters. The 
sraphics and sound ore great, and 

he gameplay fun enough to keep 

you at it for yonks. 

OVERALL 86% 


This game has a great idea and plot, 
but the overall execution is o tod 
lacking and the game itself lacks the 
kind of excitement we'd come to 
‘expect from an MB Games cartridge. 
OVERALL 60% 


With all the potential fun and frolies 
of a Tom and Jerry game, it’s a 
shame to see them reduced fo stor- 
ting in yet another unoriginal plat- 
form game. Yes, it's fun. But there 
are loads of betier games of this sort 
already available. What @ waste. 
OVERALL 78% 


Though this wouldn't tke anyone's 
breath away, the 3D combat ts quite 
exciting, and requires a fair bit of 
joypad skill. The graphics aren't bad 
at all, and on the whole, this is 0 
smart frome, i yeu year for some: 
thing flight simulator-ish on your 
Nintendo, check this one out. 


‘OVERALL 79% 


You ARE Maverick - the Top Gun of 
the title, and it’s your aim to take to 
the skies, complete a number of mis- 
sions and blow up all the MiGs you 
can in the process. Top Gun Il is not 
recommended because the graphics 
are extremely awful and the game- 


play is very dull indeed. Only the 
‘one-on-one two-player mode is a 
good laugh. 

OVERALL 51% 


Promising sounding platform game 
sadly let down in ils execution. It's 
just not fun enough to lift it out of 
the veritable sea of platform games 
available on the NES. 

OVERALL 74% 


This is the most recent of the Zapper 
gun titles, and it’s probably the best 
Of the lot. Very nice graphics and 
plenty of other neat presentation 


AME INDEX 


features set this apart from the other, 
light gun games, so if you've got a 
Zapper, check it out. 

OVERALL 80% 


The NES is not well catered for when 
it comes to road racers, s0 it’s nice to 
see a good, fast action-filled effort 
like Turbo Racing. Although the 
graphics ore abit rough, this is more 
an made up for by the exiting 
gameplay. Check it out, 
‘OVERALL 80% 


Featuring a massive 15 events (hur- 
dles, pole vault, hammer throw, 
archery, clay pigeon, pistol shooting, 
canoeing, hang-aliding, Taekwondo, 
fencing and arm wrestling), this is 
graphically and sonically superb 

With multi-player action and plenty 
of tough and challenging button- 
bashing gameplay, this is a sports 
simulation no Nintendo owner 
should miss. 


OVERALL 90% 


Trog is o PacMan-style coin-op (two 
girls are playing it in the arcade 
scene in Terminator II!) which depicts 
you as a coveman out to save his 
eggs (#22) from various prehistoric 
terrors. The graphics are well-ani- 
mated and very cute, but no amount 
‘of presentation can disguise the sim- 
plistic gameplay. 

‘OVERALL 70% 


This is quite o decent beat ‘em up, 
(converted from a popular coin-op of 
yesteryear) but though the graphics 
bre fine, the gameplay is o bi dull. A 
few more powerful weapons would 
have helped make this above-aver- 
age quality game into something 
quite special 

OVERALL 72% 


Urban Champion is a fairly ordinary 
beat "em up in which you fight © 
variety of foes. The graphics are 
rather dull and it doesn’ tke long 

fore this four-year-old game gets 
rather boring. If you're after a good 
beat ‘em up, check out something 
like Double Dragon instead. 
OVERALL 54% 


If you've got a zopper gun, stick it 
inte your holster and ride into town 
‘and battle « bunch of merciless 
hoodiums who've been whoop 


OVERALL 67% 


This is o smart-looking, but simplistic 
platform game which requires an 
awful lot of jumping skills and little 
else which all gets a bit monotonous 
offer 0 while. There are several 
superior platform games available 
fon the NES, the Mario. games for 
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‘example, and the Megaman series. 


OVERALL 72% 


This has got well-animated graphics, 
plenty of moves and enjoyable 
gameplay, and while it doesn’t fea- 
ture the characters from WWF like 
the official ttle does, we still think 
it's the best wrestling game on the 
NES. 

OVERALL 84% 


The graphics are simple, but nicel 
drawn and the soundirasks ore.” 
superb, making this platform ham- 
mer ‘em up a treat to play. It’s not 
easy, and there are loads of screens 
and even a designer option if you 
want to try and make your own! 
OVERALL 81% 


Leap into the ring of the All- 
‘American World Wrestling 
Federation along with all your 
favourite wrestlers from the popular 
TV series. This version of WWF is 
good fun for o while, but it’s 0 tad 
‘easy and only the two-player option 
really gives you great value for 
money. 


OVERALL 80% 


The original coin-op’s best feature 
was its pretty graphics, and these 
avout been erates 100 aa i] 
the comparatively chunky-pixelle 
NES, <0 all yours left wi os a pass- 
able, but hardly exciting up-the- 
screen blast 

OVERALL 65% 


This RPG-style game is absolutely 
vast ; much bigger than the original 
- and it's graphically superior too. 
‘The gameplay is also beefed up with 
magic and beat ‘em up-style sword- 
play, and again, the cartridge comes 
with’a battery game-save system 
This is the Nintendo's top RPG, and 
‘one of the most enjoyable on any 
system. Make sure you give it a try 
OVERALL 94% 


GAME 


A sad version of the ancient game, 
Breakout, this is one of the most sim- 
plistic, tedious and unchallenging 


games available on the Gameboy 
‘and should only be bought by sim- 
poring buffoons with more money 
thon sense. 


OVERALL 27% 


Become a balloon’s best friend in 
this rather weird floating collect ‘em 
up. Not only is it strange, but it’s also 
very dull. Things get repetitive ver 
soon and the unresponsive controls 
don't do this cart any favours either. 
OVERALL 51% 


Bart’s been packed off to summer 
camp and he’s not too happy about 
it, Help him escape in this multi-level 
piatform game, throwing fruit, dodg- 
ing other compers and generally 
having quite @ smart time. An enjoy- 
able if not overly original title whic! 
will take some beating. 

OVERALL 85% 


With its two-player link-up option 
and addictive gameplay, Baseball is 
recommended to sports fans on the 


With small, but nicely detailed 

growhics ‘and excellent sound, 
jatman is one of the most addictive 

Gameboy platform games around, 

Highly recommended, 

OVERALL 91% 


the jewels and dodge the boulders 
‘and find your way to the exit without 
blocking yourself in. A challenging 
puzzle game with which to while 
‘way the hours. 

OVERALL 90% 


Boxe is a highly original puzzle 
game which is recommended to peo- 
ple who like to use their brains rather 
than their joysticks. 

OVERALL 83% 


Bob and Bub take @ trip into scrolling 

atform land. Their mission: to bub- 
Ere up the inhabitants of each realm, 
burst the bubbles, kill the meanies 
‘and move on to the next screen, 
Bubble Bobble is fast, fun and very 
‘addictive. Highly recommended! 
OVERALL 90% 


This game, originally by 
Infogrammes for the Amigo, puts the 
player in the role of a Ghost out to 
guide a bubble around an environ- 
ment fraught with danger. This is 0 
highly original, fun fitle well worth 
taking a look at. 

OVERALL 81% 


Take to the skies once more in this 
horizontally-scrolling shoot ‘em up 
type story of a mega-powerful robot 
and his fight against injustice. The 
grophics are pretty good, there's 
always lots to do and the action is 
pretty fast paced. A decent quality 
shoot ‘em up and no mistake, 
OVERALL 83% 


Gasp! The evil Dark Queen has kid- 
napped two of the mighty 
Battletoads! You, as the third mem- 
ber Zitz, must now launch a rescue 
bid inthis beat ‘om up with platform 
overtones. Although the graphics are 


fiddly, this is a great game which any 
self respecting beat ‘em up fan 
should have. 

OVERALL 90% 


Plenty of ice Hockey style action as 
two teams compete on a horizontally 
scrolling rink. The action is fast and 
‘addictive and should appeal to ony- 
one after @ decent sports sim. 
OVERALL 82% 


Take the mantle of Rockford, dio- 
mond miner extraordinaire 
conversion of the age-old coin-op. 
Still, the gomeploy is just as fresh os 
the day it was conceived, with many 
levels of puzzling os you try to grab 


Burgertime must rank as the world’s 
first fast food creation simulator. 
Now the coin-op of yesteryear has 
returned, ond it’s ideal Gameboy 
material. The idea is to drop burger 
ingredients into a dish from some 
platforms by running over them (not 
very hygienic), to make your job 
harder you are chased my monstrous 
pickles and hot dogs. Low on graph 
{cs but high on playability, 
Burgertime is a real laugh, although 
it doos get very repetitive after the 
first few levels. 

OVERALL 78% 


Toke control of Simon, a whip-wield- 
ing hero and battle your way throug! 
four large scrolling platform lond- 
scapes. The gameplay is addictive, 
and keeps you going for quite a 
while - but be prepared for some 


‘annoyance, because there are some 
nasty hidden surprises that don’t 
make themselves apparent until it's 
too late to do anything about them. 
OVERALL 79% 


Oh dear, converting this coin-op to 
the Gameboy wasn't really a very 

}00d idea was it? Try as it might, the 

imeboy just can't cope with the 

speed necessary to make this game 
reolly thrilling. The result is slow, 
sluggish and particularly tedious. 
OVERALL 42% 


This chess sim has appeared on 
loads of formats, but this is the best 
version to date. The game is hard 
but logical and all the rules of chess 
are accounted for, The difficulty lev- 
els are well set, so beginners can 
pick it up straight away and grand 
‘masters won't find the going ridicu- 
lously easy. Best of all, of course, it’s 
fully portable so you can exercise 
your brain at any time you like 
OVERALL 96% 


Brilliant! Guide a chopper around 
scrolling landscapes, rescuing 
hostages and blowing up anything 
that gets in your way. A highly coo! 
game with massive addiction and 
‘enjoyment factors! 

OVERALL 92% 


With prect graphies and sound, 
Double Dragon is an excellent mini: 
replica of the classic arcade game, 
featuring all the original's thrills and 
spills. There's even a two-player link- 
up option for simultaneous vigilante 
antics! A must for beat ‘em up fans. 
OVERALL 83% 


Improves on the original with better 
graphics and gameplay. Some might 
find it a bit too similar to the first, but 


Nintendo's own Tetris clone makes it 
fo the Gameboy, and it’s great. 
Highly recommended to puzzle fans. 
OVERALL 87% 


Although there are loads of other 
platform games on the Gameboy, 
this one has unmistakable Disney 
graphical touch and oodles of playo- 

lity. The problem is that it’s not 
very hard, so expert gamers should 
give it a miss 


OVERALL 78% 


This puzzle game caused something 
of a stir on the PC Engine (that ver- 
sion was called Bomber Man) - and 
the Gameboy version is just os good! 
You must place strategic bombs in 
‘on attempt to clear each screen of 
baddies before advancing onto the 
next, harder screen. Simple but very 
‘addictive, and the second (slightly 
different) version of the game includ: 
ed on the cartridge makes it great 
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value. 


The first four-player Gameboy game 
is here - and it even comes with a 
free four-way adaptor! The game 
itself is on excellent OutRun-view 
race, with what must be some of the 
fastest scrolling seen on a Gameboy! 
Great fun and excellent value for 


Slickly programmed racing game 
sadly let down by its laughably low 
difficulty setting. Even the most inept 
of players won't get more than o day 
0F 50's play out of this. 

OVERALL 37% 


Put simply, this is a hopelessly dull 
football game. Get Kick Off instead - 
it's miles better. 

OVERALL 41% 


A sort of mediaeval Double Dragon. 
The graphics and sound are good 
‘ond the playability is solid enough to 
keep you coming back 

OVERALL 80% 


Some pretty good gamesplaying 
skills are required to make your 
‘ground this game's unfriendly plat- 
form environment, but its all ver 
addictive, and should be checked out 
by hardened platform fans. 
OVERALL 80% 


A perfect mini-replica of the classic 
coin-op that contains all the graphics 
(in black ‘n’ white), speech and 
playability of the coin-op. There's 
ven 6 shill two-player mode. A must 
for Gauntlet fans 

OVERALL 88% 


With humorous graphics and some 
quite decent tunes, Ghostbusters I 
manages to both entertain and chal- 
lenge, with six different missions to 
test your brains and reflexes, Well 
worth taking a look at 

OVERALL 81% 


This is o great golf game that plays 
great game of golf. Need we say 
moro? 

OVERALL 88% 


Once more it's platfarms 0 go-go 
with Gremlins II, As the Mogwai it's 
your job to rid the world of those 
troublesome Gremlins utilising the 
many traps ond weapons littered 
‘around the landscape. Gremlins Il is 
certainly challenging and it has some 
wonderful graphics and music. 
OVERALL 80% 


Toke control of a digitised Macauley 
Culkin, as he runs around his man- 
sion collecting goodies and locking 


them up in his safe. At the same 
time, he must watch out for the 
many burglars who've entered his 
home. Home Alone is a sad, dull 
boring game with mournful graphics, 
forlorn sound and awful playability 
Avoid itl 

OVERALL 38% 


is version of the Spielberg 
movie, you guide Peter Pan around 


ions ond complet- 
tasks with the aid of 


ing various mi 
the lovable Tinkerbell. Hook is quite 
entertaining for a while, but there 
just doesn't seem to be that much to 
do in each level 

OVERALL 66% 


In this brilliant conversion of the 
Sean Connery movie, you take con- 
trol of the Red October and guide it 
through many levels of eight-way 
scrolling action. A brilliant, playable 
‘gome with an amazingly good two- 
player mode where the second ploy- 
‘er takes control of an entire fleet 
charged with destroying the Red 
‘October! Brilliant 

‘OVERALL 92% 


Hf you enjoy a really tough cholleng 
this platform gome is highly rece 
mended. Normal players, however, 

ight find themselves wanting to 
smash the cartridge up after @ cou- 
plo of goes - it’s that hard! 


Fairly jolly adaptation of the NES 
platform game provides the fun, but 
's naw geting rather long in the 
toot 

OVERALL 71% 


This loose translation of the ageit 
rem coin-op Is very dull indeed with 


mournful graphics and sound alon 
with tedious gameplay. The last nail 
in the coffin is the pathetic difficulty 
level. One go is all that's required to 
beat this vapid effort of a game. 
OVERALL 17% 


This is @ puzale game whore your 
tomato (!) must shift oddly shaped 
blocks into gaping holes to traverse 
mazes and reach the exit. It’s really 
{@ sort of Soko Ban clone - but a lot 
more fun. 

‘OVERALL 85% 


Guide your marble around a number 
of increasingly tricky slalom slopes, 
featuring many pitfalls such as acid 
Is, giant vacuums and even killer 
lack marbles! This is one of those 
jomes which is perfectly suited to 
the Gameboy, and although it’s 
short on levels, it’s long on playabili- 


ty. 
OVERALL 87% 


Fairly dull action game which foils to 
supply the necessary ingredients fo 
ile purchase. 


make it a worthwhi 
OVERALL62% 


Big and absorbing arcade adven- 
ture/platform game thot’s well worth 
checking out if you're into games of 
this type. 

OVERALL 81% 


‘Motocross has never been any 
weirder than in this off-road biking 
game! It’s tricky, but is good fun - 
especially against a computer oppo- 
nent - and provides plenty of amuse- 
ment for o while. 

‘OVERALL 76% 


‘Adopt the mantle of Mr Do and run 
‘round a Boulerdash-styl 
layout dropping 
fruit on moraudi 
Although not ent 
coin-op, Mr Dol is still « hight 
playable conversion well worth a 
look. 


OVERALL 86% 


This platform shoot ‘em up is amaz- 
inaly super hard. f you think you con 
ignore the lock of originality and 
you're a good enoug} mesployer 
Not to get too frustrated, Navy Seals 
is well worth o look 

OVERALL 80% 


A great conversion based on the 
classic coin-op. The graphics are 

ite nicely drawn, and the action is 
clear and easy-to-see. It’s not sim- 
ple, and shoot ‘em up fans should 
really get into the action. Go for it! 
OVERALL 88% 


This is a shambolic mockery of a 
clapped-out soccer game. There's no 
real control over your players, the 
computer has no knowledge of ta 
tics and the responsiveness and colli 
sion detection are sadness incarnate. 
OVERALL 31% 


Although it mightn't look or sound it, 
Othello is an addictive and enjoyable 
board game which you'll go back to 
time and time agoin. 


OVERALL 89% 


PacMan is as PacMan does, and this 
is as flawless a conversion of the 
crumbly arcade game as you will 
find. This will make some players 
leap for joy, others will find it enjoy- 
‘able for a quick go now and then. 
Give it @ go if you're a Pacfan. 
OVERALL 80% 


Ultra-blurry graphics, rubbish bike 
handling and dodgy collision detec- 
tion are the three main flaws present 
in this disappointing conversion that 
will appeal to arcade fons only, 
OVERALL 67% 


‘A-competent conversion of the the 
cute 'n’ cuddly coin-op and the sec- 
‘ond of Bub and Bob's adventures to 
have made it onto the Gameboy. 
Guide Bub through a series of plat- 
form-based levels dispatching the 
daft looking baddies with deft swipes 
from his brolly of doom. The game- 
play is marred slighty by poor coll 
sion detection and it is, sadly, only a 
layer game. Otherwise Parasol 
is a worthy contender. 
OVERALL 81% 


Pinball features o three-screen-high 
flc-screen table which is complete 
with bumpers, flippers, drop targets 
tnd even hidden bonus screenst its 
pretty tricky to play, but the ball 
‘movement is 50 realistic you find 
yourself tilting your Gameboy 
Ground fo try and influence where. 
the ball goes! It's al jolly fun and 
should go down well with the pinball 
wizards amongst us. 

OVERALL 79% 


This must ronk as one of the greatest 
platform games of all time, and its 
combination of fiendish puzzles and 
pinpoint platform action certainly 

make this version a winner. Add to 
that the same spectacular animation 
‘and you have o definite must-buy 
cartridge. 

‘OVERALL 92% 


GAME INDEX 


Looking like a cross between Tetris 
‘and Space Invaders, Quarth is an 
enioyable and adelctive litle game 
which offers plenty of challenge and 
lasting appeal. Try it out if you're 
after something different. 
OVERALL 90% 


Qix is a vory strange game, but is 
nevertheless addictive. If it had been. 
enhanced rather like PC Engine 
Volfied it would have been o real 
stunner. AS it stands it’s just an 
entertaining game which has plenty 
of long-lasting appeal. 

OVERALL 81% 


‘Mediocre action game in which you 
vide your ship against enemy 

forces’ Fun fora bit, but soon gets 

dull 

OVERALL 64% 


NES Boy and His Blob was quite a 
laugh, so Lord knows where the pro- 
jrammers went wrong with this one. 
{he puzzling jelly beon action would 
be fun, but there's too many wide 
‘open spaces where nothing happens. 
Ashame. 
OVERALL 68% 


Av last there's a great pinball game 
‘on the Gameboy 

bumpers, mult 
all the trappings you'd expect from a 


This ranks os one of the most suc- 
cessful games of all time and was 
converted to almost every format 
known to man. This version is pretty 
100d, but the small graphics make 
things like the targetting and face 
matching sections very difficult, 
which is o shame because otherwise 
would be great. 
OVERALL 72% 


The Gameboy now plays hos! to one 
of the best known shoot ‘em ups 
ever. Use your top flying skills to sur- 
Vive in this pretty tough conversion of 
the coin-op. The graphics are pretty 
good and it’s highly playable, 
although the small screen can make 
things a bit fiddly. 

OVERALL 82% 


Side Pocket is a pool simulation in 
the best tradition. Playing is @ mattor 
of plotting ball angles and topping 
fhe boll with the correct force. 
required. Master ballistics professors 
Il love this one, although anyone 
olse’s interest may wane pretty 
quickly, 
‘OVERALL 73% 


Whilst this has a pro’ 


NINTENDO 


looks like it might be fun, the imple- 
mentation is poor. The main game is 
© just a viewed from behind 
showjumping variant, The bonus 
half-pipe event is quite entertaining 
but doesn’t justify the price tog at all 
OVERALL 63% 


Skate or Die Il is an entirely different 
‘game from the original. It’s @ super- 
speedy platform skate game with lots 
of montoya skate-style action to be 
had. If your interest in conventional 
platform games is waning, try this for 
size. 


OVERALL 81% 


Those wicked reptiles who appeared 
in the brillant NES game Snake, 
Ratile ‘n’ Roll are back again in this 

superb Gameboy arcade game. An 

absolute must 

OVERALL 89% 


The plodding platform gameplay 
belies the tricky puzzle action in this 
thoroughly enjoyable game. It's not 
particularly tough, but while it lasts 
it's very addictive. 
OVERALL 84% 


‘After a couple of goes this up-the- 
screen shooter soon becomes boring, 
It's all right, but there ore no real 
surprises to keep you going back to 


it 
OVERALL 69% 


Good adaptation of the coin-op plat- 
form/puzzle game. The gameplay is 
eddictive, and the only gripe is that 
sometimes the fitchy graphics make 
it difficult to see what's going on. 
OVERALL 82% 


Spider-Man is o thoroughly enjoy- 
able beat ‘em up which has some 
‘amazing graphics and plenty of vari- 
ety. A must fr wall-rawlers every- 


OVERALL 85% 


Jolly platform game starring every- 
one fevourte’s deformed choracer. 
There are loads of secret screens and 
the action is challenging enough to 
keep platform fans happy for quite 
some time. 

OVERALL 81% 


The greatest football gome ever is 
now on the Gameboy and it’s as 

jood as could possibly be expected. 

viously the small, monochrome 
screen does present certain prob- 
lems, but the speed and playability of 
the original are still there. Easily the 
best sports game on the Gameboy. 


OVERALL 93% 


Although this brilliant game doesn’t 
take long to finish, there are loads of 
secret things to uncover and the 


just keep on 
uy for plat- 


gameplay’s so good yo 
joing back fo il A must 
Bomlans everywhere. 


OVERALL 90% 


A hugely impressive sequel to the 
Gameboy original that sees our hir 
sute hero in yet another quest to res- 
cue Daisy from Bowser’s evil clutch- 
@s. The game is bigger and better in 
every way but unfortunately the aver- 
age difficulty level and save game 
‘option conspire to rob this otherwise 
stunning game of any long term 
lastability. A must-buy for ardent 
platform fans, but wise use of the 
continue facility is recommended to 
prolong the challenge. 

OVERALL 87% 


Those Rare guys are at it again - 
converting one of their fab NES carts 
to the Gameboy, This time it’s of the 
isometric-view radio controlled car 
racing game. The body shop adds 
fomething fo the game and i's cr- 
tainly highly playable, even if it does 
suffer from a bit of a lack of variety 
OVERALL 87% 


A decent beat ‘em up with plenty of 
‘action and some great graphics to 
drool over. Turtle fans are bound to 
go bonkers over this. 

OVERALL 90% 


W's more of the same down in Turile 
land. Another beat ‘em up with 
large, clear and well-animated 
sprites along with a smidgen of plat- 
forming. i's harder than the original 
and there's also some sampled 
speech. Once again, Turtle fans will 
love this. 

OVERALL 


5% 


One of the best Tennis games avoil- 
able on any system, this is cholleng- 
ing, addictive, and lets you play virtu- 
ally any shot you could normally do 
with a racket, Highly recommended. 


OVERALL 86% 


As film licenses go, this must rank as 
one ofthe bes! going. There are ony 
five levels, but there’s plenty of var 
ety, an enjoyable puzzle section (for 
once) and loads of action, along with 
{great graphics and sound. It won't 
fake too long to complete, but it’s 
still a fab game. 

OVERALL 90% 


Free with the UK version of the 
Gamobey, this puzle game is 
absolutely terrific and unbelievably 
‘addictive. I's incredibly easy to get 
into and is one of the best Gameboy 
‘games yet seen, 


OVERALL 95% 


This thoroughly enjoyable Track and 


Field-type sports simulation features 
great graphics and some superb pre- 
sentation points. It’s brilliant fun at 
first, but the rather samey nature of 
the gameplay means it does get dull 
after a while - and the button- 
pounding action certainly takes it out 
of the Game Boy. 

OVERALL 75% 


Snooze-inducing driving-type game 
which lacks the pace and excitement 
fo get the adrenalin flowing. 
OVERALL 59% 


Quite a jolly platform game, but 
unfortunately games like this are 
fen-a-penny, and while it’s not a bad 
‘game, there are loads of better ones 
to look out for. 

‘OVERALL 78% 


Get into the ring with famous names. 
such as Hulk Hogan and the 
Ultimate Warrior, and then promptly 
get thrown back out. WWF has great 
graphics and loads of moves but the 
tournament is far too easy to win. If 
you have a second player around 
often, though, it’s a great link-up 


The finest 16-bit console shoot ‘em 
up money con buy! Contra Spirits 
hos all the blasting you'll require 
from a game along with incredible 
graphics, amazing orchestral sound- 
tracks and uncanny addictive quali: 
ties! An essential buy! 

OVERALL 95% 


Why the powers that be decided to 
make a platform game out of this 
licence remains a mystery to us at 
NMS. But here itis and what o sad 
effort. Smooth, detailed animation 
ond humourous, cartoon-esque 
interludes are undermined by unre- 
sponsive handling and droning tunes 
which soon have you reaching for 
the off switch. What a great fitle this 
could have been, what a disappoint 
ment itis 


OVERALL 39% 


Capcom have a reputation for pro- 


GAME INDEX 


fine Super NES games, and 
Final Fight is no exception. I's very 
close fo the coin-op original with one 
level, one character and the two- 
poy mode removed. Beat ‘em up 
fans will probably explode with 
‘excitement when they play this. 
OVERALL 92% 


This is one of Nintendo's flagship 
games for the Super NES, and it's 
ot surprising! Featuring super- 
smooth amazing 3D graphics, along 
with high-speed action as you zoom 
around 15 different tracks, F-Zero is 
an essential purchase. 

OVERALL 90% 


A truly inspired fitle that, ot first, 
resembles a kind of mediaeval 
Lemmings. There the similarity ends 
and the game soon reveals itself oso 
superior strategy/platform adventure 
with the player taking charge of King 
Ast and his multi-talented minions. 
The sprites are small but very well 
detailed and the tunes are thumpin 
throughout. A topper game indeed. 
OVERALL 92% 


Save those brainless, svicide-moti- 
vated Lemmings from on death in 
this brilliant, fun game. The graphics 
‘and sound are but it’s the fresh, orig 
inal gomeplay that makes this the 
Superb that itis 

OVERALL 92% 


Paperboy returns in this multi-direc- 
tionally scrolling effort. The aim is to 
deliver popers to all your subscribers 
whilst avoiding enemy sprites. The 
graphics are litle better than the 
Master System version, and the extra 
directions you can go add nothing to 
the gameplay. Like Paperboy himself, 
this ultimately fails to deliver. 
OVERALL 41% 


Take a trip to the Pilotwings academy 
for advanced fying inthis visually 
stunning game. Hang-gliding, jet- 
packing, parachuting and plane-fly- 
{ng are all here to be enjoyed 
Although the novelty does wear off 
after © while, Pilotwings still ranks as 
o highly playable, exquisite game. 
OVERALL 90% 


Although it features a simultaneous 
two-player mode, this is very much a 
poor man’s Final Fight. The action 


simply isn’t exciting or varied enough 
to be worth getting. Check out Final 
Fight insteod. 

OVERALL 48% 


In this highly original game, you cre- 
‘te and nurture your own city, deal- 
ing with oll the usual problems of 
‘over-crowding, pollution and various 
other environmental disasters. This 
might sound boring, but Sim City is 
octually very deep and involving and 
hours literally fly buy when you play 
it. A truly classic cart 

OVERALL 93% 


An original and thoroughly absorb- 
ing exploration game that casts the 
player as o spinning top no less! No 
end of level bosses or baddies to 
blast but the game doesn’t suffer 
from this, An addictive ite that taxes 
your mental agility and tests your 
Feflexes to the maximum. Massive in 
size and challenge. Don't miss it. 


OVERALL 90% 


You might os well ignore the fitle. 
This is actually Wonderboy on the 
Super NES, converted by the game's 
creators, Hudson Soft. This cart plays 
identically to Wonderboy but with 
enhanced graphics and amazing 
‘music to beef up the proceedings. 

It’s good fun, but it can be complet- 
ed pretty quickly. 

OVERALL 78% 


Simon Belmont is back! Once again, 
Drac is causing him a bit of aggro, 
so Simes tracks across the pla 
kingdom into Drac’s castle and 
attempts to dust the Big D himself. 
Super Castlevania has truly excellent 
graphics, sound and gameplay, but it 
is a bit easy to complete for experi- 
enced players. 

OVERALL 91% 


‘Once again, Sir Arthur's back to 
save his gitliriond from the perverse 
clutches of Lucifer in some more 
scrolling platform tomfoolery. Super 
Ghouls ‘n’ Ghosts has it all - brilliant 
graphics, amazing sound, awesome 
jameplay and a really tough chal- 
lenge. An essential buy for your 
Super NES. 
OVERALL 94% 


The man with the meanest dunga- 
Fees in town is back for some more 


multi-directionally scrolling shenani- 
gans as he attempls to save the 
‘Mushroom Worlds from the twisted 
Koopa. Boasting cool graphics, super 
sounds and AMAZING gameplay, 
Super Mario Brothers IV is probably 
the best video game in the world. 
OVERALL 98% 


Not particularly outstanding on your 

‘own, but with two players this ra 
jome is outstanding. Featuring 
ant graphics and! a variety of difler- 

ent play modes, this definitely worth 

checking out, 

‘OVERALL 92% 


Take on the might of the Bydo 
empire in this souped-up version of 
the classic horizontally scrolling coin- 
op. Super R-Type is great fun to play 
and has some great graphics. The 
problem is that the game slows 
down a lot and it's very easy to com- 
plete, with nothing more to see on 
the higher difficulty levels. 
OVERALL 82% 


Soccer is soécer, only this time it’s 
played out on a third person per- 
spective spin ‘n’ scroll pitch. 
Although it’s a treat to look ot, there 
isn't much of the pitch viewed at 
‘once, making passing very difficult. 
The ball movement is also quite 
unrealistic. Technically polished, but 
lacking in the playability department 
Super Soccer is only really recom- 
mended to die-hard football fans. 
OVERALL 79% 


‘The Super NES’ spin ‘n’ scroll graph- 
ics chiy ore Use to create a fast, 
‘smooth third person perspective ten- 
his court, populated by cute sprites 
that swear a lot (on the Japanese 
version). Super Tennis is the best 
tennis game ever produced. Its 
playobllity is unrivalled and os a 
fwo-player game, it’s the tops! 


‘A two-player boxing simulation that 
will doubtlessly leave fans of the 
spor gasping with disappointment 
The game lacks all the major ele- 
ments that make boxing the sport it 
is, speed skill and stategy to name 
but three. A poor, punch drunk effort 
by any standard. 

OVERALL 36% 


Known as Area 88 in Japan, this 
side-on scrolling shoot ‘em up coin- 
op conversion isn't os technically 
‘amazing as Contra Spirits, but i's 
jvstas playable and even more 
lastable. The graphics are stunning, 
the sound decent and the gameplay 

ighly exciting. Another Capcom 
winner 


OVERALL 94% 


Link returns in this viewed-from- 
above scrolling quest with thousands 


of screens, loads of puzzles and 
some great graphics and sound. This 
is the definitive adventure game for 
the Super NES, but be sure to buy 
the American version of the game 
because the Japanese import version 
has lots and lots of indecipherable 
foreign text, 

OVERALL 95% 
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PLUG THRU 


WE ARE A SMALL GROUP OF PEOPLE DEDICATED TO PRESERVING A PART 
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING THEM BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 

THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 

TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 


WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER uf 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 

DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 

AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. — 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 

(DIGITAL VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, Tal 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO SELL REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES 

IF THEY WISH TO DO SO. 

THESE ARE HARD ENOUGH TIMES AS IT IS FOR PRINT AND THE LAST THING 
WE WOULD WANT IS TO DO IS HAVE ANY KIND OF NEGATIVE EFFECT ON THEM. 
WE SEEK OUT TO WORK WITH PUBLISHERS AND ARE ALWAYS LOOKING TO 
SEEK APPROVAL TO DIGITIZE, RESTORE AND RE-DISTRIBUTE THEIR WORKS 

IN WHATEVER WAY THEY SEE FIT. (PUBLICLY OR WITH SILENT APPROVAL) 


WE HAVE NO INTENT NOR DESIRE TO PROFIT FROM THESE DIGITAL MAGAZINES 
IN ANY WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY 
HARM ANY PUBLISHER, EDITOR. WRITER OR PERSON INVOLVED IN CREATING 
THESE, OR ANY OTHER MAGAZINES FOR THAT MATTER. 

WE ARE NOT HERE TO DO HARM. BUT TO HELP PROTECT THEIR LEGACY. 

THAT IS WHY THE PRE-2000 DATE IS IN PLACE: 

TO PROTECT THEIR BUSINESS AND LIVELY-HOOD, AND TO MAKE SURE THAT WE 
WILL BE ABLE TO KEEP ENJOYING NEW MAGAZINES FOR MANY YEARS TO COME, 
WHILE AT THE SAME TIME ENJOY THEIR BACK CATALOGUE. 


WE WOULD LIKE TO THANK EVERYONE WHO MAKES THIS PROJECT POSSIBLE. 
FROM THE ORIGINAL WRITERS, EDITORS AND PUBLISHERS, TO THE CURRENT 
COPYRIGHT OWNERS AND EVERYONE INVOLVED IN ACQUIRING. DIGITIZING. 
RESTORING, PRESERVING AND DISTRIBUTING THESE MAGAZINES. 


ONE LAST THING: 

IF YOU COME ACROSS ANYONE TRYING TO SELL ANY OF THESE DIGITAL 
MAGAZINES, OR PROFIT FROM THEM IN ANY WAY. SHAPE OR FORM. 
PLEASE DO NOT SUPPORT THEM! 


THANK YOU. 


0 iDevice 
Version 


YOU ARE VIEWING THE PORTABLE VERSION OF THIS ISSUE RIGHT NOW. 
THIS IS CREATED FOR OPTIMAL VIEWING ON SMALL SCREEN DISPLAYS. 
IF YOU ARE LOOKING FOR A HIGH RESOLUTION VERSION OF THIS ISSUE, 
BE SURE TO CHECK OUR MAGAZINE CATALOGUE WHERE YOU WILL BE 
ABLE TO DOWNLOAD IT BY CLICKING THE FULL-REZ BUTTON. 


